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Controls : 
There are five unique styles of gameplay in DreamWorks’ Shark Tale™, and each one comes with its own 
set of control commands. They are as follows: Escape, Race, Adventure, Dance, and Fighting. This section details 
the controls for each gameplay style for all of the consoles DreamWorks’ Shark Tale can be played on. 
PlayStation 2 Controls 


In every gameplay style, pressing the START button brings up the Pause menu, and pressing SELECT calls up the 
control display. 


Escape missions involve Oscar swimming toward the 
screen and away from an enemy. Your controls are limited 
to up, down, left, and right. 


Escape Controls 


Left Analog Stick Swim Up, Down, Left, Right iil 


Race is the style of gameplay where Oscar holds onto 
another character to achieve a faster means of travel. 
In a race, you're in control of the character Oscar is 
holding onto. 


Rac Controls 


eering 


R1 Dodge Right 
R2 Dodge Right 
L1 Dodge Left 
L2 Dodge Left 
Triangle Brake 

Circle Brake 
Square Accelerate 


Accelerate 
Left Analog Stick + Accelerate + Brake Powerslide Boost 


The Adventure style challenges are 3-D side scrolling 
excursions. In some adventures, you can hide behind 
objects, and in most you can enter open homes for 
extra health. 


kiok 
(when hiding behind objects) 
Square Dash 
Square, Square Double Dash 
Square (hold & release) Charge Dash 
X Action 


Circle Map 


During Dance competitions, you can either use the 
Directional Pad for inputting direction, or you can use 
the analog buttons. In later Dance challenges, you'll 
need to use both! For the most part, you should use 
the Direction Buttons for quicker inputting, and use 
the analog buttons as support for the combo arrow 
bubbles. 


Direction Button Up 


p inpu 


Direction Button Down Down input 
Direction Button Right Right input 
Direction Button Left Left input 
Triangle Up input 
Circle Right input 
X Down input 


Square Left input 


A Fighting challenge consists of Oscar treading 

water backwards (his back to the camera) and an 
opponent facing him, swimming toward the camera. 
Your movement is restricted to evading left, center, and 
right. However, you have a host of fighting controls and 
special moves. 


Fighting Controls 


Direction Button Left i Evade Left 


Direction Button Right Evade Right 

ee corsa a Pressing two attack buttons at the same time while 
Circle Right punch & right kick the combo gauge is flashing allows you to enter super 
ee nkt ee attack mode. Press any two buttons at the same time 
Square Left punch & left kick i | 

Up on Left Analog Stick + Square Strong left punch again to release a Super Combo Attack! 

Up on Left Analog Stick + Triangle Strong uppercut 


Up on Left Analog Stick + Circle Strong right punch 


Xbox Controls 


In every gameplay style, pressing the START button brings up the Pause menu. From there, you can access the 
control display. 


Escape missions involve Oscar swimming toward the 
screen and away from an enemy. Your controls are 
limited to up, down, left, and right. 


Escape Controls 


Left Thumbstick Swim Up, Down, Left, Right 


Race is the style of gameplay where Oscar is holding 
onto another character to achieve a faster means 

of travel. In a race, you're in control of the character 
Oscar is holding onto. 


Race Controls 


Left Thumbstick Steering 


A Button Accelerate 
X Button Accelerate 

Y Button Brake 

B Button Brake 

Right Trigger Dodge Right 
Left Trigger Dodge Left 


Left Analog Stick + Accelerate + Brake Powerslide Boost 


During Dance competitions, you can either use the 
Directional Pad for inputting direction, or the Y, A, B, 
and X Buttons. In later Dance challenges, you'll need 
to use both! For the most part, you should use the 
Directional Pad for quicker inputting and use the other 
buttons as support for the combo arrow bubbles. 


D 
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Directional Up Up input 
Directional Down Down input 
Directional Right Right input 
Directional Left Left input 
Y Button Up input 
A Button Down input 
B Button Right input 


X Button Left input 


Adventure 


The Adventure style challenges are 3-D side scrolling 
ventures. You are able to hide behind objects in some 
adventures, and can enter open homes for extra health 
in most. 


Adventure Controls 


Movement/Look 
(when hiding behind objects) 
X Button (tap) Dash 


Left Thumbstick 


X, X Dash attack 
X Button (hold & release) Charge Dash 
A Button Action 


B Button Map 


Y Button Punch Uppercut 

B Button Right punch & right kick 
X Button Left punch & left kick 
Up on Left Analog Stick +X Strong left punch 

Up on Left Analog Stick + Y Strong uppercut 

Up on Left Analog Stick +B Strong right punch 

A Button (press & hold) Taunt for extra health 


Gamecube Controls 


In every gameplay style, pressing the START button brings up the Pause menu. From there, you can access the 


control display. 


Race is the style of gameplay where Oscar is holding 
onto another character to achieve a faster means 

of travel. In a race, you’re in control of the character 
Oscar is holding onto. 


Race Controls 


Control Stick Steering 

A Button Accelerate 

B Button Accelerate 
Y Button Brake 

X Button Brake 

R Button Dodge Right 
L Button Dodge Left 


Control Stick + Accelerate + Brake Powerslide Boost 


A Fighting challenge consists of Oscar treading 

water backwards (his back to the camera) and an 
opponent facing him swimming towards the camera. 
Your movement is restricted to evading left, center, and 
right. However, you have a host of fighting controls and 
special moves. 


Pressing two attack buttons at the same time while 
the combo gauge is flashing allows you to enter super 
attack mode. Press any two buttons at the same time 
again to release a Super Combo Attack! 


Escape missions involve Oscar swimming toward the 
screen and away from an enemy. Your controls are 
limited to up, down, left, and right. 


Escape Controls 


Control Stick Swim Up, Down, Left, Right 


During Dance competitions, you can either use the 
Directional Buttons on the Control Pad for inputting 
direction, or the Y, A, X, and B Buttons. In later Dance 
challenges, you'll need to use both! For the most part, 
you should use the Directional Buttons for quicker 
inputting and use the other buttons as support for the 
combo arrow bubbles. 

Dance Controls 


Directional Button Up zy “Up input 


Directional Button Down Down input 
Directional Button Left Left input 
Directional Button Right Right input 
Y Button Up input 
A Button Down input 
X Button Left input 


B Button Right input 


The Adventure style challenges are 3-D side scrolling 
ventures. You are able to hide behind objects in some 
adventures, and can enter open homes for extra health 
in most. 


Control Stick Movement/Look 


(when hiding behind objects) 
A Button Action 
B Button (tap) Dash 
B, B Double Dash 


B Button (hold & release) Charge Dash 
X Button Map 


A Fighting challenge consists of Oscar treading 

water backwards (his back is to the camera) and an 
opponent facing him, swimming toward the camera. 
Your movement is restricted to evading left, center, and 
right. However, you have a host of fighting controls and 
special moves. 


Fighting Controls 


Control Stick Dodge Left or Right 
B Button Fin slap left 


Y Button Upper fin strike 
X Button Fin slap right 
Press and Hold A Button Taunt 


( 


Y + B or Y + X (when combo meter is full) Power combo 


Accessing the Pause menu during gameplay presents 
several different options: Continue, Restart, Quit, 
Options, Chapters, Mission, Fame Chart, as well as 
displays that illustrate Clam amounts, Fame status, 
Fame points, and Health status. 
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These options allow you to continue your game from 
the Pause menu; Restart your game if things aren't 
going your way; and Quit the current chapter and 
return to the Main menu. 


The Chapters option on the Pause menu is the only place you can go to skip around and play the different 
chapters that you've already unlocked. Use this feature to return to past challenges where the Bonus or Elite 


Missions have still not been completed. 


yznosgyjem 


CHAPTER 1 


The Options menu is also accessed from the Main 
menu. This feature allows you to adjust Audio, Video, 
and Controls. The most useful feature on this menu is 
the ability to invert your race controls to give the racing 
controls more of a flight stick style of control. 


OFF 
INVERTED 


Mission ee 
The Mission option is the place to go to refre 
your memory on the mission objectives. The mis: 
objectives are also displayed on the Chapter ope 
screen. — 


Characters 


Lenny 


Lenny is the son 
of Lino, but when it 
comes to eating his 


Oscar 


Angie 


Angie is a beautiful 
Angelfish, who harbors a 
secret crush on Oscar. 


Oscar is a fast- 
talking, little fish, 
who has been 
able to fin-agle 
his way out of 
trouble—until 
now. 


T ona Riu nemmere: 


Sykes ae 
Sykes is the manager 
at the Whalewash where 


fellow sea creatures, Oscar works. He’s a Puffer 
this Great White Shark Fish who is full of hot air. 
has lock-jaws. When Oscar strikes it big, 


Sykes seizes the opportunity 
to make a few extra Clams. 


Ernie & 
Bernie 


Ernie & 
Bernie 
are Sykes’ 
henchmen. 
Beware 
of their 
vicious 
stingers! 


Lino is a Great White 


Shark and the master 


Lola 


of the Reef. When Oscar 
interferes with his plans, 
he decides to make him 
the Catch of the Day. 


Lola is a Dragon Fish, who 
uses all her feminine 

wiles to get what she 
wants. Lola may be © 


fatal when she 
gets her hooks 
into Oscar. 


(tems, Tips, & Other Things 


Large Pearls are found floating out in the open or 
hidden inside Clams, protected by leaping Crabs, or 
stolen by Shenanigan Fish. The ring around the Large 
Pearls must be filled in order to extract the Small 
Pearls. Swim a complete circle around the Large Pearl, 
then collect the Small Pearls as they slowly float down 
to the ocean floor. Large Pearls can be nudged and 
moved around to other areas that may be safer for the 
extraction process. 


Small Pearls are what make Reef City go around. Small Pearls are converted into clams, and clams are the only 
currency accepted in Reef City. Small Pearls are found inside crates, mailboxes, vases, enemies, pedestrians, and 
the list goes on. To extract Small Pearls from anything other than a Large Pearl, you must use a Charged Dash to 
break the item open or rough up the fish holding the goods. Collect them quickly before they fade away! Luckily, 
Small Pearls draw to Oscar like little magnets—but the pulling range is limited. 


<> 


In the adventure style Chapters, some doors appear with exclamation marks in front of them. Press the Action 
button when the exclamation mark appears and Oscar enters the home and receives extra health. Health can only 
be received once from each home. Homes can also be used to hide from the law and Paparazzi! You only come 
out of the home when you're ready by pressing the Action button again. 


Throughout your adventure, you come across the 
same hermit crab with an exclamation mark. This is 
Crazy Joe! Press the Action button when you're near 
him and he usually provides tips on existing puzzles— 
or else he'll just insult you. 


In adventure style Chapters, street signpost switches appear on street corners where a directional option is 
available. To turn down a connecting street, approach the signpost switch until the exclamation mark appears. 
Press the Action button and Oscar faces a new direction down a new street. 


369 


© Bein’ a hermit crab isn't all it's cracked up to 
be... for one thing, we can't charge up and 
= bnock bad guys flyin’... hah! 


Taunts 


The only way to recover health during a fighting 
style Chapter is to taunt your opponent. Refer to the 
corresponding control list for your console version of 
the game for the exact button to use to Taunt. To earn 
health from a Taunt, it must be uninterrupted. To do this, 
hold the Taunt button as long as possible, then release 
it and Dodge the moment the opponent attacks. 


| 
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Dashing & Double Dashing 


The quickest way to get around town is to Dash! See 
the control list for the console you're playing for the 
exact button used to Dash. Pressing Dash twice is a 
Double Dash. Double Dashing can be linked one after 
the other for as long as you desire. This is truly the way 
to travel, and a great way to get away from Piranha! 


A Charged Dash is executed by holding down the Dash button until Oscar begins to glow. Releasing the Dash 
button allows Oscar to dart forward and destroy things, such as enemies, pedestrians, and any object that is 
destructible. 


Fish in the Sea 


Almost every fish in DreamWorks Shark Tale can be defeated, and many pedestrian fish randomly produce 
Small Pearls—some more than others. Then there are those fish that should be avoided or a special tactic is 
needed in order to defeat them. The following is an account of all the fish that stand out as being troublesome, or 
who aren’t just another fish in the sea. 


Problematic Fish 


The Blowfish is indestructible and harmful to the touch 
when inflated, but it’s just as vulnerable as the rest 
while in its deflated state. 


The Shenanigan Fish is a unique breed. This guy can pickpocket you in the blink of a fisheye. Defeat him before he 
touches you, or chase him down to get your clams back! Once defeated, you must circle the dropped Large Pearl 
to extract the Small Pearls. The Shenanigan Fish is often located around Large Pearls, or the source of many 
Small Pearls. 


m 
exam À 500000903 


These tough henchmen are discovered midway 
through the game in the ocean liner. They carry 
flashlights and travel with a Piranha sidekick. If the 
Security Guards spot Oscar, they'll bounce him out of 
the ocean liner. These fish can be Charge Dashed just 
like any other fish, but never approach them head-on. 


These fast, little buggers can spot you from great 
distances. They're indestructible when their mouths 
are chomping. Attack them when they're unaware of 
your presence. Piranha only attack when your back is 
turned to them. Face them to stop them in their tracks. 
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The Anglerfish is a large, dumpy fish with a lighted lure hanging in front of 
its face. They're similar to the Piranha in that they are indestructible when 
they’ve spotted you and are chomping their jaws. However, the Anglerfish 
is much slower. Attack them from any direction but head-on. 


The Leaping Crabs are often guarding a Large Pearl. The only way to defeat one is when it’s leaping. Charge up 
and Dash into the crab from underneath when it leaps into the air. Its underside is fragile. 


came —* 2 0000955 
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The Police Dolphin is large and durable; the red 

and blue sidekick fish serve as police lights. You 
must Charge Dash into a Police Dolphin three times 
before they are defeated. But don’t try this in levels 
where they can bust you on the spot! Although Police 
Dolphins are not enemies, they can halt Oscar's 
progress in some missions where stealth is a factor. 


© J Se0000955 


Electrifying! The Electric Eel is dangerous when 
charged, but a pushover when the lights go out! 


500186765 


The Paparazzi may be annoying, but they aren't 
harmful, except to your reputation. Charge Dash into 
them to wake them up for a photo-op. 


({mperishable Fish 
Clams 


Clams cannot be defeated, and their mouths should be avoided. But the Large Pearl nestled inside them is just 
so tempting, isn’t it? When its mouth is open, Double Dash through the Clam and push the pearl out of the mouth 
before it traps you inside. 


=. 5A 
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Sea Urchins cannot be defeated. Use caution around 
their long-reaching thorny legs. Just stay away! 


Large Jellyfish are indestructible, and their stingers 
should be avoided. 


Vehicle Fish 


Swim high enough in Reef City and you can’t miss ‘em! 
The vehicle fish slow down for no one. If you have to 
swim high, keep an eye out and don’t stay there long. 
These fish are indestructible. 


ie 


Mission Objectives Overview 


Mission Oscar is having a nightmare of being chased by an 
Dodge the shark until the end. evil, red-eyed shark. You must dodge the shark's 
Bonus Mission attempts to have our hero for lunch. 

Finish with 50% or better health. 

Elite Mission 

Finish with 80% or better health. 


Strategy 


This mission consists of three stages; each one ends with a short cinematic of Oscar escaping into a new area 
of his dreamscape. You must quickly follow the on screen directional arrows to avoid the pursuing shark’s chomp- 
attacks. Watch your health, which is indicated in the green health bar at the top of the screen. You lose some 
health each time the shark bites. Lose all your health and the mission is failed. 


Stage (: 9 Moves 


There are nine directional arrow prompts during the first stage. Tilt the movement control stick in the direction of 
the arrow as soon as it appears on screen. The order of the first nine arrows is as follows: 


LEFT, UP, RIGHT, DOWN, LEFT, DOWN, UP, RIGHT, DOWN. 


Stage ({: 15 Moves 


You momentarily escape through the kelp and into a hole 
that leads to a rocky area of the ocean floor. However, 
the shark is still right on your tail! The order of the next 
15 prompts is as follows: 


LEFT, UP, RIGHT, LEFT, DOWN, RIGHT, UP, DOWN, RIGHT, DOWN, LEFT, 
RIGHT, DOWN, RIGHT, UP. 


Stage (({: 22 Moves 


Just when you think you've lost the shark behind an 
avalanche of large boulders, the ferocious predator 
breaks through and continues the chase. The order of 
the next 22 prompts is as follows: 


DOWN, RIGHT, UP, LEFT, UP, RIGHT, UP, LEFT, RIGHT, UP, LEFT, DOWN, 
LEFT, UP, DOWN, RIGHT, UP, LEFT, RIGHT, DOWN, UP, RIGHT. 


You complete the level when you successfully maneuver Oscar across the sunken ship while avoiding the shark 
attack. Beat the Bonus Mission by finishing with 50% of your health. This gives you 2000 Fame Points. Finish with 
80% of your health remaining to win 3000 fame points from beating the Elite Mission. 


In the ending cinematic, Oscar finds himself cornered with no escape. 
When the shark finally catches up to him, it says, “Wake up!” in a very 
squeaky, unthreatening voice. 
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Wake up! 
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Mission Objectives Overview 


Mission l Oscar is being evicted from his apartment for not 
Save at least 16 items! paying the rent. The landlord begins throwing Oscar's 
Bonus Mission possessions out of the three different windows of his 
Don't lose any items! ex-apartment. You must prevent the items from falling 
Elite Mission and breaking on the street below by swimming one full 
Score 200 small pearls! circle around each item. 

Strategy 

Crazy Joe 


The hermit crab, Crazy Joe, offers up a great tip just before 
the mission begins. He explains how to “Dash” By pressing 


the Dash button, Oscar zips forward with a short burst yei fi 
3 Bis ~ a Crazy Joe 
of speed. There’s no limit to how many Dashes you can <Ga Melisa, seas Made sieve; arent ya? Vou 
perform, so tap the button repeatedly to chain the moves could use your dash © to circle them fine 
4 furnishings before they smash on the 
together for continual speed. ground... 


Press... ..to.Continue 


The Challenge 


Your movement through Reef City is extremely limited in 
this chapter; you are confined to the front of Wang's Deli. 
Swim upward from your starting position to find three open 
apartment windows. Soon, your landlady begins throwing 
TVs, chairs, pictures, fans, stools, and lava lamps out 

the window. There are 20 items in all; save 16 of them to 
complete the normal Mission. Save all 20 items and the 
Bonus Mission is passed. Collect 200 pearls while saving 
the items and the Elite Mission is beaten. 


Saving Your Stuff! 


Dash towards the ejected item and then swim a complete 
circle around it to save it from hitting the ground. The blue 
ring around the item turns green as you circle the item. 
Your distance from the item has no affect on the green 
ring—you can create the green ring from a great distance 
by performing a very large circle around the item. This is 
helpful to know for later missions, but the closer you swim 
to the thrown item, the sooner the circle is completed; and 
speed is the key to beating this challenge. Tapping the Dash 
button while swimming a tight circle around the item saves 
time and allows you to quickly reach the next window where 
another item is soon to be ejected. 


There are 10 pearls locked inside each of the 20 items being thrown out of your apartment. The moment you 
swim a complete circle around an item, the item is saved and the pearls are released. Undisturbed, they float 
slowly down to the seabed and rest there until they fade away or until collected. To collect the pearls, simply swim 
through them as they are released. Pearls draw to Oscar like a magnet, and a quick pass through the pearls is all 
it takes. However, you can swim out of range and accidentally leave a few, so be watchful as you dash through the 


pearl cluster and be sure to get every single one. 


= 


To ace this mission, you must save all the furniture and 
collect every last pearl that’s inside each piece. To do 
this, Dash nonstop back and forth between the three 
windows, and make saving the furniture your priority 
while leaving pearls if you must; you can always return 
to collect them during the pauses in furniture launches. 
The meter at the bottom of the screen keeps track of 
the amount of furniture saved (0/20). The pearls are 
converted into dollars and tracked on the “$” counter at 
the top of the screen. 

You receive 2000 Fame points for completing the 
Mission; 3000 for completing the Bonus Mission; and 
5000 for collecting all the pearls for the Elite Mission. 
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CHAPTER 2a 


Getting up on the wrong side of the seabed 


Fame: 002000 
Fame : 003000 


Fame : 005000 


20 


Mission Objectives Overview 


Mission — You can now freely explore Reef City on your way to 
Bust the Shorties for tagging the ‘hood. work. In addition to the main objective of finding and 
Bonus Mission stopping the three “Shorties” from tagging the city 
Collect at least 300 small pearls. with graffiti, you should also collect at least 300 Small 
Elite Mission Pearls while removing the seven “Oscar Sucks Pond 
Remove the seven “Oscar Sucks Pond Scum” tags. Scum” tags from the walls. 


As soon as you begin your 
adventure in Reef City—in front of 
your ex-apartment above Wang's 
Deli—press the Map button to 
bring up the on screen map. 

The Oscar icon represents your 
position on the street and the star 
icon illustrates the position of the 
first Shorty (a member of the 
“Shorties” gang). If at anytime you are unsure of where you are or where you're going, pull up the map. Also, look 
to your map to compare the location of the Shorties and graffiti tags we have called out on our maps. 


Crazy Joes (hermit crabs) are 
found all over the city. When 
approached, yellow exclamation 
points appear above their heads. 
Press the Action button to hear 
what Crazy Joe has to say; it’s 
usually a helpful tip. The two 
Crazy Joes near the deli tell you 
about the charged Dash and the 
exclamation marks. 


Dashing Through Fish 


Use the Charged Dash to take out the local fish. Randomly, these 
pedestrian fish produce Small Pearls. Some fish, such as the Electric 
Eels, Blowfish, and Crabs produce large quantities of Small Pearls, but 
these fish can do you harm. The other pedestrians carry only one, or 
none at all. 


Electric Eels 


The Eels can damage you when electricity surges through their bodies. 
Charge Dash through them when the electricity stops flowing. 


Porcupine Blowfish 

The Porcupine Blowfish are hurtful when inflated; attack these fish 

when they are small. They look similar to another brown fish in the 

sea (see picture; blowfish is the bottom fish), but the Blowfish have 
tiny needles sticking out of them, which are harmless when the fish 
is small and deflated. 


suajeuey V 


Crabs 

The Crabs (that guard Large Pearls) are only vulnerable on their undersides. So attack these crustaceans 
when they leap upward. This allows you to get underneath them and Charge Dash upward to their sensitive 
undersides. 
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Large Shenanigan Fish are 
often found around Large 
Pearls or other sources of 
Small Pearls (crates, mailboxes, 
cans, etc.). Shenanigan Fish 
will try to steal Small Pearls 
from Oscar. Once he gathers 
the Small Pearls, he molds 
them together into one Large 
Pearl. To get the pearls, simply 
Charge Dash into him, then 
circle the Large Pearl to release 
the Small Pearls. 
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Sea Urchins 

oara x [500002333 
Stay away from the large purple Sea Urchins; you cannot defeat them é Re 
and their tube feet are very damaging. 


Street Smarts 
When swimming through Reef City, stay iow. the oOo of the city is the 
main throughway for large buses, taxis, and emergency ` v hicle fish. 
These are naa roiie and oe 
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Bubbles 


The large bubbles that form near the seabed and float slowly upward are 
harmless, but you lose the ability to Dash when trapped in one. You must 
use a Charged Dash to pop out of the bubble. When inside a bubble, an 
enemy can pop the bubble for you, but you take damage as a result. 


Large Pearls 


Large Pearls are protected by Crabs, held by Clams, and collected by 
Shenanigan Fish. The Large Pearls can be pushed into a safer area 
where you can circle them in safety to get the Small Pearls out of them. 
Push them from under Crabs or out of Clams when their mouths open— 
try not to get trapped inside the Clam; you'll take damage. You can take 
out Crabs, but you cannot damage a Clam. 


Health Doors 


Some doorways will display an exclamation mark as you approach them. Press the Action button to enter these 
houses and receive health from the occupants. You receive about an eighth of your total health when you exit one 
of these homes. You cannot re-enter the same house and receive more health. Fortunately, there are plenty of 
homes throughout the level that offer health, so not having enough shouldn't be a problem. 


- Crazy joe 
When I'm feelin’ beat up, I stop in at some of f 
these doors for o handout. They don't seem 
to like me coming back again though. 


Dress. to Continue 


Breakable Items 


Anything found in the street is usually breakable by using a Charged Dash attack. Face the crate, mailbox, vase, or 
whatever it may be, then perform a Charged Dash through it. Swim above the broken item and collect all the Small 
Pearls that spill out. 


Signposts 


An exclamation mark appears on street signposts at corners where 
intersecting pathways meet. Press the Action button to change Oscars 
direction in the intersection. g O 


Mission Tactic 


To complete all three mission modes (Mission, Bonus, 
and Elite), you must collect the 300 Small Pearls and 
clean the seven graffiti tags from the walls before finding 
the last Shorty (there are three Shorties in the gang). 
When you find the last Shorty, you complete the basic 
Mission objective and are sent to the next chapter. If you 
find the last Shorty before achieving the other goals, 
then you'll have to restart the mission and try to beat the 
remaining two mission objectives again. 


= Shorty = Graffiti Tag 


Use our map to locate the seven graffiti tags before 
finding all three of the Shorties. Finding and collecting 300 Small Pearls is not hard to do; in fact, you'll most likely 
find many more as long as you break every street item and defeat Crabs, Eels, and Blowfish. 


The first tag you come to is on a garage door right before Oscar meets a Police Dolphin. The second tag is on 
the same corner where you meet your Irish, Dolphin friend. Look for the ring around the wall similar to a Large 
Pearl ring. Swim around the ring to erase the graffiti. Once it’s clean, a cloud of bubbles rinse away the paint and a 
number appears in the suds, indicating the amount of tags cleaned. 
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The next tag is up the street, 
between the first health door 

and the large Clam with the pearl 
in its mouth. Look up on the wall 
above and adjacent to the Clam. 
Clean up the tag and continue on 
your way. 


From the second tag, you can either turn left into the next SEE 
intersection to the first Shorty (and his tag) or continue along |P) 
the first street to the end. We recommend the latter. This 
gives you more opportunities to collect pearls. 
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A Shorty Order 


The Shorties appear in the order indicated on our 
map. The first two Shorties are painting graffiti, and 
these tags only appear when the first and second 

| Shorty appear. The second Shorty will not appear until 

| | after the first one is found, and so on. So, if you went 

i 

| | 


- 
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straight at the first intersection, you won't see Shorty 

#8 (see our map) until you return to that location after 
capturing Shorty #2. The final Shorty’s tag is not one of 
the seven that must be cleaned. 


If you went straight at the first intersection and passed the Shorty #3 location (see note), then you can find the 
next tag on the Reef City Café’s shutter door. Clean it up and continue down the street. 


You can find another tag by 
heading straight through the first 
intersection, turning right along 
the easternmost road, and then 
turning left at the next intersection. 
Look under the large “Hot Coffee” 
billboard just before reaching 
Fred’s French Café. The tag is 
under the billboard. Clean it up 
and keep swimming. 


From Fred’s French Café, head to 
the next intersection and turn left 
down the street. This is where the 
first Shorty is located. Approach 
him and you run him off. This 
counts as your first Shorty bust. 
Don’t forget to clean up the tag 
before you leave! 


Return to the previous intersection 
and continue straight through to 
travel north up the middle vertical 
street (see our map). Clean up 
the tag on the wall behind Crazy 
Joe. This is the Hermit Crab that 
teases you about sucking pond 
scum and asks what it tastes like! 


Continue up the street and take a left at the northernmost intersection. Continue collecting pearls as you make 
your way to the northwestern 
corner. Turn left at the signpost 
and find the second Shorty 
tagging Anchovy’s Pizzaria. 
Caught red-handed! Clean up 
the tag and locate the last 

Shorty on the map—opposite end 
of the map. 


Head to the final star on our map 
to find the third Shorty. If you 
followed our strategy, you will 
have found and cleaned up all 
seven tags already so you can 
safely approach the last Shorty to 
complete the chapter. There is no 
tag to clean near the last Shorty. 
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CHAPTER 2b 
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You receive 3000 Fame points for completing the Mission; 4000 Fame 
points for completing the Bonus Mission; and 7000 for the Elite Mission. 


Mission Objectives Overview 


Mission Oscar runs into Katie Current doing a man-on-the-street piece fe) 
Earn 75% success. on the recent sighting of sharks near Reef City. Katie interviews F 
Bonus Mission Oscar and asks what he would do if he saw one of these S 
Earn 90% success. fearsome creatures. Oscar shows her by breaking into an all-out - 
Elite Mission dance groove. You make Oscar dance by pressing the Direction 


Buttons in the direction the on screen arrows are pointing when 


Earn 100% success. 
the arrows reach inside the circle at the bottom of the screen. 
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Strategy 


In this challenge, you'll be bustin’ a move to the beat of M.C. 
Hammer's, “U Can't Touch This.” If you were born after 1990, crank it 
up louder so your parents can hear it. Louder. They’re probably hard 
of hearing. 


ynom SH, 


Listen to Crazy Joe for these simple instructions: press the Direction 
Buttons when the arrows get to the bottom of the ring to pull out your 
fanciest jig! 


F- Crazy joe 
Heey! Look at the azy movin’ arrows! 
, when those bad 
t to the boltom to pull out your 


This challenge is very similar to other dance-type video games—if 
you've played any, you'll know what to do. The directional arrows leave 
the arrow ring through the bottom-left corner and travel in a clockwise 
direction until they reach the targeting circle at the bottom of the ring. 
Press the correct Direction Buttons as the arrow passes through the 
targeting circle to register a successful hit. The counter above the 
targeting circle keeps track of the number of precisely hit arrows in 
perfect succession. 


There are a few different stages to the dance: three Bonus rounds, a 
slight break, and two more Bonus rounds. You can also reach Levels 2 & 
3, which lead into a Clam Mode. You won't reach Clam Mode unless you — 
ccurately hit continuous groups of three or four stars, making it oar 
( ls 2 & 3. Clam Mode is a special round where you ci can earn extra 
ints for hitting all the arrows Spony -S 


Scoring System 


The score you receive 
at the end of the dance 
tallies the percentage of 
arrows hit in the normal 
and bonus rounds. The 
scoreboard also tracks 
your aiming skill with 
precise, not-so-precise, 
and near miss ratings. 
Star Ratings 
Explained 

The yellow four-star 
icons appear above the 


targeting circle when you 
nail an arrow dead-on. 
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100% : Regular Percentage 
025% : Bonus Percentage 
125% : Overall Percentage 
Sil +++ 000 
000 + 000 Missed 
000 +*+ 
511 i Best stream: 
5/5 : Bonus Rounds 
00992 Total Clams Earned 


Press. te. Continue 


Three green stars appear 
when you hit the arrow, 
but not so close to the center. The blue double stars appear when you don’t hit the arrow as well as a three-green- 
Star-hit. A single purple star indicates that you just barely nicked the arrow and almost missed it. If you miss the 
arrow, no star appears and it counts as a missed hit. 


The Arrow Ring 


The arrow ring changes colors to reflect your progress. If you're hitting all the arrows, the ring remains a shade of 
green. If you begin missing arrows and continue to miss arrows until you fail the mission, the ring turns from green 
to yellow to orange to red. Red is bad. It means you are about to fail—so get with the grove and recover quickly 

or Katie pulls the plug on the live feed. The arrow ring is much more forgiving during Bonus Rounds—you can 
miss multiple arrows during the Bonus Round and the ring still does not turn red. However, as soon as the Bonus 
Round ends, the color quickly turns red if you don’t pick up the pace. 


Dance Tips 
The first thing you need to do is relax and get in the groove of the music. Next, concentrate on the targeting circle 


only. Don’t look at Oscar—he’s dancing his tail off, and that's all you need to know. Focus on the area of the arrow 
ring just to right of the targeting circle to see the next arrow before it enters the circle. That's it. This challenge is a 
long one, but they only get harder; there are a few more chapters similar to this one, but they add button combos 
to the single button presses. Enjoy it while it’s still this easy! Make sure to press the directional buttons only when 
there is an arrow present. Pushing the button more times than there are arrows will seriously hurt your overall 
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percentage! 
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Hit all arrows dead-on to earn bonus clams! You receive 4000 Fame points for beating the challenge with a 75% 
Overall Percentage; 5000 Fame points for 90%; and 9000 Fame points for earning a 100% Overall Percentage. 
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Mission Objectives view 
Mission 


After his dance routine, Oscar is spotted by his boss, 


Don't let Sykes get to the Whalewash before you. Sykes, who catches him in the act of arriving late for 


Bonus Mission work. Sykes tells Oscar that if he beats Oscar to work, 
Perform 10 Powerslide Boosts. he’s fired. The race begins as the two of them catch 
Elite Mission taxi fish and speed through the city. You must follow the 
Earn 250 Small Pearls. “bubble” trail, staying as close to it as possible until you 


reach the finish. 


innana ee iniii SEEN 
Vou better be at the 'wash by the time ] get there. 


Strategy 


You have three objectives in 
this mission: beat Sykes to 
the finish line (Whalewash), 
perform 10 Powerslide Boosts 
(we'll get to that in a minute), and earn 250 Small Pearls to beat the 
Elite Mission. In this mission, you hang on to the fin of a taxi fish, which 
you control. Press and hold the Action button to speed forward. Press 
and hold the Powerslide button while tilting the right control stick to the 
left or right. Release the Powerslide button and you're off to the races! 


Powerslide Boost Trick 


The Powerslide Boost maneuver really increases your speed. Best of all, you don’t even have to save this move 
for the corners—you can use it in a straightaway! Just after activating the boost, quickly tilt the control stick in 

the opposite direction to remain on the straight course. Master this move and the race is in the bag! You can 

use Powerslide Boosts in a chain to push way ahead of the boss! You know you've successfully performed a 
Powerslide Boost when the red light on the speedometer lights up and you hear the whooshing sound. You also 
begin to go almost uncontrollably fast! 


Use Two Fins! 


Don’t let go of the Action button 
while performing the Powerslide 
Boost; use a second finger to press 
the boost button so you don’t slow 
down before or after the boost 
is performed. Make sure to brake 
while turning to build the boost j 
charge, then release the brake to A 
accelerate to activate the boost. 4 
l A 


The key to winning the race 
and completing all three 
challenges in the mission is to 
use more than 10 Powerslide 
Boosts, stick to the bubble 
pathway as much as possible, 
and collect over 250 Small 
Pearls. The last two objectives are almost one-in- 
the-same, because the closer you follow the bubble 
pathway, the more Large Pearls you find. These white 
orbs line the bubble pathway. When you swim near 
them, they explode into several Small Pearls that rush 
to you like metal to a magnet. 


The race gauge at the top of the screen indicates 
Sykes’ and your position on the course; your icon is on 
top of the meter and his is at the bottom. When Sykes 
is near and in the lead, you can easily spot him; a large 
Sykes icon with a yellow circle around it appears—if 
you see this, you know you're closing in on him. 


If you accurately follow the bubble pathway, you are sure to enter the undertow currents. These blue, tube-like 
currents push you onward with great force, all but taking over your ae controls. However convenient it seems, 
don’t give up steering totally or “ae i ; = 

you may pop out of the current 
prematurely and miss part of 
the ride. Be sure to hit all of 
these undertows; Sykes will... 
you can be sure of that! 


Dodging causes Oscar to swerve violently to the left or right. Its a great move to use on someone that you 
don’t want beside you, but that rarely happens in this race. However, Dodging is considered necessary in later 
challenges. 


First Tight Turn 


The first tricky part of the race is the sharp right turn near the detour signs. Keep your eyes open for this 
roadblock and try not to get hung up on a side of a aian it coui bai hurt your chances of winning. Again, 
following the bubble pathway 
closely and you won't get hung 
up anywhere. 


The Crevice Detour 


The bubble trail begins to dive 
toward the ground through 
the narrow alleyway beyond 
the detour signs. Swim 
downward and find the detour 
sign pointing to the hole in 
the ground, then enter it to 
access the large crevice. 


An undertow that lies ahead 
leads back to the above 
ground city. Always follow the 
bubble trail and you won't get 
lost. 


The Sewers 


Way past the large crevice, 

the bubble trail dives back 
towards the ground again and 
cuts closely underneath a 
sidewalk bridge. If you go under 
the bridge, you stand a better 
chance of entering the undertow 
current at its entrance, thus 
using it for all it's worth. The 
undertow carries you directly 
inside a sewer pipe deep below 
the streets. Inside, you can 
perform many Powerslide Boosts 
without getting off course; the 
sewer walls will keep you in line. 


After passing through the 
sewer, you return above the 
street level to reach another 
twisting undertow current. 
Beyond that, you must 
navigate five turns through 
city block intersections. After 
the fifth turn, a large caution 
(yellow and black arrows) 
sign appears on the screen 
and indicates that you must — 
Dodge left to use the shortc 
Do as the sign suggests 

also tilting the steering t 


left 


An undertow current is located 
within the shortcut. Be careful 
as you exit the current; there’s 
a sharp turn to the left in the 
next intersection. The bubble 
trail is not in the shortcut, but 
can be quickly picked up again 
in the following street. 


To the Finish 


After rejoining the bubble trail 
from the shortcut, make sure 
to Dodge under the large 
freight pallet in the middle of 
the street and avoid the crates 
in the following warehouse. 
Make a sharp left out of the 
warehouse, then enter another 
undertow current and pass 
through the Whalewash (your 
place of employment) to 
complete the race! 


A Finishing Time is displayed 
upon completion of the race, 
along with the number of 
Clams Earned. If you earned 
more than 250 Clams, then the 
Elite Mission is completed. And 
10 Powerslides is no problem. 
Once you get the hang of 
performing them, you can 

use them non-stop throughout the entire race. Text messages appear when you have met each mission objective. 
This is helpful if you don’t know how many Powerslides you've performed. The collected pearls appear in a small 
counter in the bottom-right corner of the screen. 


Beat the Mission and you receive 5000 Fame points. 
6000 are earned by completing the Bonus Mission (10 
Powerslides). 12,000 Fame points are awarded for the 
fish that can beat the race and walk away with 250 
Small Pearls. 
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Mission Objectives Overview 

Mission Your goal is to sneak Oscar to the time clock and 
Sneak through whalewash undetected. punch in without being seen by Sykes and fellow 
Bonus Mission employees. Hide behind the assortment of items to 
Sneak through whalewash in under two minutes. make it through the wash undetected. 


Elite Mission 
Sneak through whalewash in under 90 seconds. 


Looks like Angie covered for me again. 


Strategy 


Various items along the whalewash track 
can be used for cover, including 
fuel pumps, barrels, shelves, mop 
buckets, crates, and structure 
supports. When approached, 
these items display an 
exclamation mark. Press 
the Action button to 
quickly dart behind 
them and hide from 
the whalewash 
employees. 


in without ol' Sykes secin' me. 


To beat this challenge while keeping to the Elite Mission 
rules, you must sneak through the whalewash in less 
than 90 seconds. This is actually more than enough time. 
Don’t make this challenge more difficult than it really is 
by exercising too much caution. You must first understand 
the game's meaning of “detection” 


Detection in this challenge 
basically means “failure.” If you 
are detected, the mission is 
failed and you must retry the 
chapter to get it right. There 
are no other levels of detection. 
There are no negative scores 
or marks given for instances of fellow employees saying things like, ‘Hey it's Oscar.” So, as long as you make it to 
the other end of the whalewash, the mission is a success. 


When you Dash behind an object with an exclamation mark, you cannot leave the item until you press the Action 
button. While hiding behind an item, use the left control stick to move the camera around to spot the employees 
with the flashlights; these are a 

the ones to look out for. When 
they pass by, press the Action 
button and Dash to the next 
object. 
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The key to success in the 

Elite Mission is to Dash like a 
madman while swimming as 
close to the ground as possible. 
You can swim right under the 
employees and Dash past them 
before they detect you enough 
to fail the mission. When an 
employee says, “There he is!” 
exclamation marks (not the yellow kind) float around the fish that spotted you. This warns you that you’ve been 
detected and the mission is about to fail. However, all is not lost at this point. If you’re near an object that you can 
hide behind, then Dash behind the object and escape detection—if you're quick enough. 


When going for the 90-second 3 P a, 3 

goal, just Dash, Dash, < À ES 
Dash past the employees - ‘mae 
and only hide behind objects 
when someone says, “There 
he is!” The goal is pretty 
easy when you just approach 
the challenge with reckless 
abandon! 
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and ineck 


Fame: 006000 
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Mission Objectives Overview 

Mission Oscar punches in at work and cruises into the main 
Earn 75% success. wash area. The lady employees beg Oscar to show 
Bonus Mission them some new moves. Oscar agrees and begins 
Earn 90% success. dancing. 


Elite Mission 
Earn 100% success. 


Looks like Angie covered for me again. 


Strategy 


This challenge is similar to the previous one involving 
dancing. For basic dance details and the scoring 
process, see Chapter 3: We Interrupt This 
Broadcast. Read on for more details and tips on 
improving your hit percentage by reaching Clam Mode. 


A Better Understanding of Clam Mode 


Clam Mode is a stage in the dance challenge that’s only reached if you are hitting the arrows accurately with a 3- 
or 4-star rating (see Chapter 3 of our walkthrough for more details on accuracy). When you hit five arrows in a row 
with a 3- or 4-star rating, you enter Level 2; another five accurate hits takes you to Level 3. 


Perform five more accurate hits in a row, and a count 
from one to five takes you into Clam Mode. In Clam 
Mode, the counter above the targeting arrow turns 
orange, and each accurate arrow hit is worth two points. 
Every hit earns you two Clams! — 


When you hit enough accurate arrows in Clam Mode 
(depends on where you are in the stage), you enter 
Bonus Mode. In Bonus Mode, every accurate hit counts 
toward bonus percentage points, which helps during 
-Scoring if you weren't so orehand. 


You know you're in Clam Mode when you see those words displayed across the screen and all the arrows twinkle 
and shine. This stops as soon as you make a mistake (when you miss or your hitting accuracy falls below 3 stars). 


To re-enter Clam Mode, try to hit arrows sequentially with great accuracy once again 


The Difference 


The main difference between this dance (Car Wash) and the Chapter 3 dance (U Can’t Touch This) is the order 
in which the arrows arrive. They really mixed it up in this challenge. Many arrows arrive in groups of three that 
challenge you to move alternately between up and down or left to right. Later in the challenge, similar groups 


appear where the commands become even more confusing, such as Up, Right, Up or Down, Left, Down 
These are more difficult than the Up and Down, side-to-side moves because it breaks the natural pattern of 


your finger movement. 
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Results 
If your overall percentage is above 75%, you pass the challenge in Mission Mode and receive 7000 Fame points 
Get over 90% to pass the Bonus Mission and earn 9000 Fame points. Beat the challenge with over 100% success 


and you earn 16,000 Fame points from the Elite Mission. 
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100% : Regular Percentage 


025% : Bonus Percentage — 


125% : Overall Percentage 
364 ee ee 000 

000 +44 000 Missed 
000 & » 


364 ; Best Stream 
5/5 : Bonus Rounds 


01190 : Total Clams Earned 
Press 3. to Continue 
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Whale of a Time 
Z Mission Fame:007000 
Earn 75% succes 
Z Bonus Mission 
Earn 90% success. SA = 
Z Elite Mission Fame:016000 
Earn 100% succes a 
Press Æ to Continue 


Fame:009000 
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Mission Objectives Overview 


Mission Oscar stops to thank Angie for punching him in. She 
Get to Sykes’ Office. tells him that Ernie & Bernie have been sent to bring 
Bonus Mission him to Sykes’ office. While avoiding these two, Oscar 
Pop 20 soap bubbles. gets caught in the queue of whales going through the 
Elite Mission wash. Unable to escape, he must dodge and negotiate 
Complete level without taking any damage. the various obstacles of the Whalewash. 


Hey girl, wutup! Thanks for punchin 


Strategy 


Before beginning the challenge, let’s review the 
Mission objectives. To pass the mission, you simply 
need to reach the end. To pass the Bonus Mission, 
however, you must pop 20 soap bubbles. Pop the soap 
bubbles by using a Charged Dash to pass through 
them (or out of them, if you get trapped inside). 

In the Elite Mission, you must complete the level 
without taking any damage. 


There are multiple stages of the Whalewash: Vacuum, Freshener, Steam, Bungee Crabs, Soap, Brushes, Rinse, 
and Wax. The following strategy is broken down into these various sections of the Whalewash. 


Vacuum ô Freshener 


The first stage of the wash 
consists of floating soap 
bubbles and crabs hurling 
Crates into the air. Pop as 
many bubbles as you can 
while staying ahead of the 
damaging steam wall that 
pushes you forward. Avoid 
the crabs and the flying — 
crates, as well as the steam wall to the right—that keeps you from moving ahead of the wash cyte Ty not to take 
00% health i is very difficult during this challenge. 
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Steam 
Continue to pop as many soap bubbles as you can while avoiding damage from the steam walls. In this section, < 
bursts of steam shoot out of the trench cross-sections. There are single, double, and triple steam jets. The little 9, 
clouds that first erupt from the jets are not damaging. However, you must avoid the full steam spray or take > 
damage for your carelessness. i 
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Bungee Crabs | & 
Dash past these acrobatic crustaceans as they bounce upward. Stop between crabs that are close together and l s 
wait for the best time to Dash through the clearing between them. Pop more soap bubbles when it’s safe to do so. Q 
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Soap 
The purple soapsuds in the Soap section are also a threat. The suds run together, yet they leave a clear 


horizontal path between layers. Carefully swim through the clear paths. Be extremely careful popping soap 


bubbles in this area. 


The Brush section of the wash is one of the easiest to get through. Swim with the motion of the brushes. Circle 
completely around the brush to avoid damage if you try to pop soap bubbles. Use Dashes to match the speed of 
the brush, but don’t overdo it; if you touch a brush, you take damage. 


ican ra d 


Watch out for those metal scaffold sections. This is where the rinse water shoots downward. You must either Dash 
through these rinse structures or hang back toward the left steam wall until the rinse stops. The soap bubbles in 
this section are easy to pop without fear of running into any hazards. 


Avoid the large polishing brushes by Dashing through the top and lower brush as they begin to move away from 
each other. This area becomes more challenging when you try to pop the many soap bubbles to meet your Bonus 
Mission quota. Pop the bubbles by Charge Dashing vertically (not horizontally) to avoid running into the brushes. 


Purple Brushes 
Avoid these little, purple, spiky brushes by swimming along the ground until you must move upward to evade the 
lowest brush midway through. 
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Once past the lowest brush, 
swim along the top of the wash 
until you come to the highest 
brush at the end, then follow 
the movement of the brush to 
escape into the next clearing. 
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Wax 
Torturous, tumbling turtles begin appearing from the top and bottom of the screen during the final stage of the 
Whalewash. Holy turtle wax! What to do? These aquatic tortoises must not touch you if you want to beat the Elite 
Mission. There are lots of them, and they dart quickly in all directions. Swim near the ground and maintain a few 
fish lengths ahead of the left steam wall or behind the right steam wall. These areas are somewhat safe, but not 
completely. Be ready to move up and out of the way when turtles rise from below you (it will happen a couple of 
times). This is a very difficult stage, but not impossible. Stay alert and be vigilant. The end is just past this section. 
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Reaching the end to complete the basic Mission earns {| 

you 8000 Fame points! Pop 20 soap bubbles while x 7 00006 732 

you're at it and you can earn 10,000 Fame points from - : 

_ the Bonus Mission. Beat the Elite Mission by ending “a ~ shat TERT 

with 100% of your health and you are awarded 18, 000 Z Mission Fame: 008000 
ame para Nice T ma - 


Mission Objectives 

Mission 

Reach the end of the level and exit to the cruise ship. 
Bonus Mission 

Smash all 11 coral pieces along the building. 

Elite Mission 

Smash everything that can be broken. 
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Overview 


Oscar has been tipped that Lino has the name of the 
winning Seahorse at today’s race. In order to get to the 
cruise ship, he must find a way through the city and a 
maze of sewer pipes. 


Crazy Joe 

Oscar, what are you doing HERE? Lino's 
study is in the Cruise Ship past the other side 
of town! 


Strategy 


Warehouse District: Area [ 


While scurrying through this level, keep in mind that 
you must smash all the crates and mailboxes to win 
the Elite Bonus reward. Fish and other sea life are 
not included in the “everything that can be broken” 
objective. 


Watch out for the Shenanigan Fish near the first stack 
of crates! Defeat him before he touches you and steals 
pearls. 


Navigate through the invincible large Jellyfish while 
circling the Large Pearl that floats a them. 
_ Smash the crates below them. 


Bust the crates near the leaping crab, then heed Crazy Joe’s advice and use the signpost switch to enter the 
first alley. 


The entire Bonus Mission can be completed in the first alley. Work your way through the wall maze and break the 
11 coral barriers within the maze. When you Charge Dash the last coral piece, the Bonus Mission is complete. 
Don’t forget to explore the entire maze and collect the Large Pearls, especially the group of three at the end. 
Defeat the crab, then head back to the signpost switch to return to the street. 


Turn right out of the Bonus Mission alley and smash 
the crates on the ledge at the beginning of the block. 


Smash the crate near the next health home. Navigate 
through more Jellyfish and collect the Large Pearl 
floating above the school of jellies. Smash the stack 
of crates on the sidewalk midway through the jellies. 
Defeat the crab and steal his 

Large Pearl. 


Use the corner signpost switch to turn down the next street. Smash the crates, take the Jellyfish’s Large Pearl, 
| defeat the Shenanigan Fish, and smash the crates near the next Crazy Joe. He says you need to enter the sewers 
| to get to the next part of town. Enter Block A sewer at the end of the street. 
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Block A Sewer 


The sewer consists of a small tunnel and a large 
chamber inhabited by five Sea Urchins and their Large 
Pearl. Carefully extract the Small Pearls from the Large 
Pearl and exit the sewer through the connecting pipe to 
the right. 
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Warehouse District: Area [I 


As you exit the sewer, you come across a signpost 
near a broken fence. Use the signpost to turn into the 
alley through the hole in the fence. This is an optional 
mission—it has nothing to do with your objectives. 
However, there are a couple Large Pearls to be had, 
and that never hurts the ol’ wallet. 


Enter the green window to get 
past the first wall column, then 
enter the blue window to get 
around the corner. Enter the 
green window to reach the end 
of the alley where two Large 
Pearls are located. Circle 

the pearls and return to the 
previous street. 
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Once on the main street again, navigate through more schools 
of jellies to get their two Large Pearls. Beware of the local 
Shenanigan Fish! 


At the next corner, Charge Dash into the mailbox, then round the corner, heading left. Break the next mailbox near 
the second health home. Collect more Large Pearls from within the next school of jellies. 


Just past the street barricade is another mailbox and a Shenanigan Fish. Break them both! The last mailbox is just 
past the leaping crab. Break this to beat the Elite Mission objective! 
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Collect the Large Pearls in the next school of jellies, then enter Block E sewer at the dead-end. 


Block E Sewer 


Block E Sewer is the largest sewer in the game! It’s o 
a maze of interconnecting tunnels and chambers. In a. 
this mission, you only need to get through to the end; ie 

nothing inside the sewer is part of your objective. 7 
However, take time to explore the entire sewer system ie 
to defeat enemies and collect the many Large Pearls. | = 
There’s a secret chamber inside that’s always worth è 
entering. For more details on this sewer, skip ahead a 

to the end of Chapter 16: Wanted. A Few a 

Good Fish. In Chapter 16, a 
you must explore the a ee e ' s 
entire sewer to defeat = i me 
ia 

2 


Anglerfish. The sewer is 
exactly the same and is 
explained in much more 
detail in that chapter. 
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For now, just keep working your way to the right until you reach the yellow door. Enter the yellow door to pass 
through a column of earth and exit through a second yellow door. The next chamber contains three Large Pearls. 


Circle them, then exit the level by passing through the next tunnel to the right. 
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CHAPTER 8 


re A Fine Kettle of Fish 
= = zZ Mission rome. conus 
4 == Rec ch the ende i the level « sad exit ta the cruise $ 


Zz Bonus Mission Fame: 01 ~ 
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Z Elite Mission — 021000 


imesh evergthiag lbet caa be Bre 
Press tei Pe inue 


Complete the mission and you'll earn 9000 Fame 
points. Beat the Bonus Mission to win 11 000 SO 
Fame points. Beat the Elite Missic | 
21,000 Fame points. s 


45 


46 


Mission Objectives 
Mission 

Steal the race tip from Lino’s safe! 
Bonus Mission 

Score 500 Small Pearls before leaving. 


Elite Mission 
Avoid being seen by anyone and don't lose any health. 


Strategy 


_ _** SPOrtions 


Overview 


Oscar has been tipped that the sharks have the name 
of the winning Seahorse in today’s race. He must sneak 
through the sunken ocean liner to find Lino’s safe. 
Lino’s henchfish patrol the ship, which makes it more 
challenging to find the tip without being caught. 


What was I thinking? This place is scary, man. 


This mission is similar to the stealthy mission Chapter 5: Hide and Sneak. This time you must deal with 
Security Guard Fish. If these flashlight-toting patrols spot you, you're fried and battered, buddy. Worse than that, 
if you're shooting for the no-detection-no-health-loss objective for the Elite Mission bonus, then you might as well 


restart the level and try again! 


One Piranha accompanies each Security Guard Fish. 
If a Piranha spots you, your chance at the Elite Mission 
bonus is still not at risk. In fact, the Security Guard 
Fish and the Sawfish waiters in the Dining Room are 
the only ones who can fail your mission by spotting 
you. 


There are two strategy choices to choose from: one, 

you can use the exclamation marked items to hide 
from the Security Guard Fish; or two, you can defeat 
the guards and be done with all the sneaking around. _ 


Attacking Security Guard Fish 

Don’t attempt to attack a Security Guard Fish face-to- 
face; if you enter the range of his flashlight, you can 

be identified and subsequently fail the mission. Use a 
Charged Dash attack and burn down on the Security 
Guard Fish from above; or attack from underneath or 
from behind. Try to attack at an angle that enables you 
to take out the guard and the Piranha simultaneously. 
Once you have this skill down, the mission is a 


snapper. 
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Pros & Cons 

To pass the Elite Mission objective, you must avoid 

taking any damage and evade the Security Guard Fish. 
If you like the attacking method for getting through this 
level, you stand a higher risk of taking damage and 
being spotted. That’s the disadvantage. However, using 
the attack method allows you to collect plenty of Small 
Pearls, and you spend much less time hiding in the 


shadows. This is good. 
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Piranhas 
Piranhas are the Security Guards’ hench-fish. They 
won't alert the Security Guards of your presence, but 
they do give chase as soon as a Guard sees you. It’s 
nearly impossible to outswim them, so find a place to 
hide. When their jaws stop chomping, it’s safe to return 
and use a Charged Dash attack to take them out. 


The Anglerfish is the only other foe you must be 
concerned with in the ocean liner. These large fish are 
exceedingly slow, but are also very aggressive. They're 
easy to outswim with a few Dashes in the opposite 
direction. Return and defeat the Anglerfish when it 
stops munching. Approach them from any angle— 
except head-on—and they won't see you coming. 


The Galley 


Once you have chosen a tactic that fits your style (attacking or hiding), the only other matter in the Galley is finding 
all of the Large Pearls. If you’re attacking all the enemies, it’s not as important to find every single pearl, but you 
must know where to look otherwise. 


From the beginning of the Galley, find two Large Pearls floating above the storage shelves. Avoid the Security 
Guard using the fire extinguisher below the shelves for cover... or just attack the fish. 


Around the first corner, find 
a Large Pearl in the sink 
and another in a pot on the 
above shelf. Access the 

top shelf when the Security 
Guard is swimming away. 
This is also when you should 
attack him if you're going 
that route. 


Around the second corner, find the Large Pearl near 
the floor under the mixer. Bounce the pearl up if you're 
having difficulty circling it. 


Several teams of Security Guard Fish and Piranhas 
are around the next corner. Use the fire extinguisher 
on the crate for cover, or attack these teams when 
they're separated from each other. The easiest way 
to get them is by attacking from underneath. If they 


Close to the ground, then attack them from above. 


There are two Anglerfish 
just beyond the cluster of 
guard fish. If you’ve been 
attacking Security Guard 
Fish and Piranhas all the 
while, these guys will seem 
relatively easy to defeat. 
Plus, you aren't stressed out 
about being spotted, which 


re 


makes it that much easier. Don’t accidentally run into the Anglerfish without first using a Charged Dash attack or 
you'll suffer self-inflicted damage, costing you to lose the Elite bonus. Dash past them if you're worried about the 


possibility of damage. 


There are two teams of 
guards and Piranhas 
around the next corner and 
above the stove. Divide and 
conquer! Hide behind the 
pot on the middle of the 
stove if you're practicing an 
avoidance campaign. 
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Find the Large Pearl in the pot with the big lid at the end of the 
stove. Swim inside the pot while avoiding the moving lid. If the lid 
hits you, you lose your Elite bonus. If you’d rather defeat fish for 

the Small Pearls and skip this challenge, you may do so. There are 
_ plenty more pearls to be made in this challenge. 
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Find the Large Pearl just 
past the stove inside the 
middle boiler, below the 
patrolling Anglerfish. Enter 
the boiler, circle the pearl, 
and defeat the Anglerfish. 


Another Large Pearl is located inside the following sink. A Security Guard and his Piranha teammate stand guard. 
Be careful! Hide behind the genie bottle on the sink if you’re avoiding confrontation. Otherwise, attack the team as 
they swim away, or swim above them and Charge Dash downward to destroy them. 


Three Large Pearls float above the next shelf that’s 
mounted over the french-fry cookers. Defeat the 
Anglerfish from behind, then extract the Small Pearls 
from the Large Pearls. 


Find the Large Pearl hidden inside the range hood. This is 
| located in the corner, just past the shelf where you found the 
_ last three Large Pearls. 
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Hide behind the fire extinguisher in the corner beyond the 
range. This will keep you hidden from the nearby guard and 
Piranha. Or, attack them from underneath. 


Find the Large Pearl in the 


soiseg — 


mixer near the door that 

leads into the Dining Room. 

Head through the open 

doorway and enter the - 

Dining Room. 4 

g 

Dining Room j 
Inside the Dining Room, you see sharks feasting on seafood and Sawfish serving it up. Avoid the Sawfish waiters! i= 
These guys will summon Piranha if they spot you. See the glowing halo ring around the Sawfish waiters? This is iz 
the area you need to avoid. If they do see you and if you're quick enough, you can dash behind a nearby chair sa 


and escape detection. Swim as low to the floor as you can and pass under the waiters. And of course, Dash like 
there’s no tomorrow! You can zip under the Sawfish’s field of vision and out of the cabin in seconds. 
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Lower Deck aea A ÅS 


Your first stop on the lower 
deck is near the two Large 
Pearls flanking the bust and 
podium. Two Security Guard 
Fish and their Piranha 

_ partners are guarding the 


area. These two groups are 
a defeated by attacking from aeea or avoided by using 9 the bust a as cover. 
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The next stop is at the food cart near the next hallway. Defeat the 
three Anglerfish by attacking each one of them from behind or 
below. Circle the three floating Large Pearls to extract the Small 


Pearls and continue onward. 


Swim around the next corner and navigate through the pipes along 


the wall near the hallway. 


At the next hallway, you 
encounter three Piranhas 
near an ice bucket. Attack 


them from any angle, except 


head-on. Dash away if they 
give chase, then return to 


finish them off once they've — 


forgotten about you. 


Two patrolling guards and 
Piranhas lurk in the area 
near the next service cart. 
Hide inside the food cart 
and attack the guards from 
below. Or zip past them by 
swimming along the floor. 


Use the plant and vase for 


eee KL Soooomon cover from the next guard 


and Piranha. When they 
stop above the plant and 
turn back to the left, come 
up from behind and attack 
them both. Or swim along 
the floor to avoid them 
altogether. 


There’s a Large Pearl under a 
lamp table around the following 
corner and an Anglerfish 
swimming above. Attack the 
Anglerfish from below and 
extract the Small Pearls from 
the Large Pearl. 


Defeat the Anglerfish and 
navigate between the 
broken pipes. Turn right in 
the next hallway and follow 
the path upward to the 
upper deck. 


Upper Deck 


Once on the upper deck, follow the hallway, heading to the right under the fallen beam and through more wall 
pipes. Defeat the three Anglerfish at the next hallway and extract the Small Pearls from the nearby Large Pearls. 


Find the next two Large Pearls 
above and below the next 
lamp table. Bounce them 
away from the table if you're 

having difficulty circling them. 


Turn left down the next 
hallway and find the next 
Large Pearl within the wall 
pipes. The next Large Pearl 
is hidden inside the service 
cart beyond the wall pipes. 


Use the same cart to hide 
from the next two guards. 
Attack them as they swim 
away, or move along the 
floor or ceiling to get past 
them. Just beyond these two 
guards is the doorway to 
Lino’s office where the safe 
is located. 


Lino’s Office 


Lino’s office is full of 
Piranhas! If you haven't 
taken any damage so far 
and hope to get the Elite 
bonus, then you have two 
options: Either carefully 
and cautiously defeat each 
Piranha inside the office, or just Dash, Dash, Dash through the office to quickly reach the other side and complete 
the mission before the Piranhas catch up! However, if you have not been defeating every enemy for their pearls, 
then you probably still need to defeat these Piranha to reach the Bonus Mission objective. 


It's easier to escape danger at the beginning of the office challenge 
than when you're deeper inside. If things go badly, simply dash 
back to the right and exit the office; the Piranha won't follow you out 
into the hallway. Take a deep breath and head back into the office 
for another stab at it. 


A & Sorosa» 


Once past the three Piranhas at the bar and the following couch, the only fish that you cannot spot ahead of time 
are the three in front of the fish tank. If you are Dashing through the office and trying to avoid the Piranha, then 


swim up as high as you can Sa hy 
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to avoid the low-swimming — Aa Ce oe alba 
Piranha once you're past C—O 


the couch. 


When you get around the 
tank, you're just about home 
free! Defeat or avoid the 
last two fish and Dash past 
the next couch to reach the 
safe—and the end of the 
challenge. 
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CHAPTER 9 


A Broblem of Titanic Proportions 


7z Mission Fame : 610000 


Steal the race tip from Line's safe! 


n Fame : 012000 


aris before leaving. 


M ln sp arg eee If you followed our strategy and aced the mission, you 
Press. „te Continue receive 10,000 for the Mission; 12,000 for the Bonus 
Mission; and 23,000 for the Elite Mission. This is a toughie, 


so it may take you several tries to get the job done. 


Mission Objectives Overview 


Mission Oscar is caught by Moray Eel as he escapes the ship pe 
Defeat the eel. after retrieving the tip from Lino’s safe. He must throw l 3 
Bonus Mission lefts, rights, and uppercuts while dodging the eel’s is 
Finish with 100% of the red bar. attacks. : 


Elite Mission 
Finish with 50% of the yellow bar. 


Strategy 


Just before the fight begins, Crazy Joe fills you in on the fighting controls: 
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PlayStation 2 Fighting Controls Xbox Fighting Controls r 
Analog Stick Dodge Left or Right Left Analog Stick Dodge Left or Right a 
Triangle Uppercut Y Button Punch Uppercut : = 
Circle Right punch & right kick B Button Right punch & right kick = 
Square Left punch & left kick X Button Left punch & left kick o 
Up on Left Analog Stick + Square Strong left punch or kick Up on Left Analog Stick + X Strong left punch D 
Up on Left Analog Stick + Triangle Lunging uppercut Up on Left Analog Stick + Y Strong uppercut 

Up on Left Analog Stick + Circle Strong right punch or kick Up on Left Analog Stick + B Strong right punch 

Press and Hold X Taunt for extra health Press and Hold A Button Taunt for extra health 


Triangle + Square or Triangle + Circle Power combo Y+XorY+B( 


(when combo meter is full) 


GameC be Fighting Controls 


when combo meter is full) Power combo 
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Control Stick i Dodge Left or Right 


B Button Fin slap left 

Y Button Upper fin strike 
X Button Fin slap right 
Press and Hold A Button Taunt 


( 


Y +B or Y + X (when combo meter is full) Power combo 


The bout with Moray Eel is fought with your back to the camera 
while treading backward through the water. The camera remains 
facing your back for the duration of the battle. 


Dodging 


To avoid being damaged, dodge left or right, depending on the 
direction of Moray’s lunging attacks. 
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Attacking 


The best time to land a punch or kick is the moment after you 
dodge an attack and Moray returns to his position in front of you. It 
may be difficult to judge when the creature is close enough to be 
hit, though, because the distance between the two of you seems a 
little deceiving. But once you land a few punches, you'll get a feel 
for it. 


Health Bar 


Your health bar is in the top-left corner of the screen; Moray’s is on 
the right. There are three stages of health: green, yellow, and red. 
In this battle, when the yellow or red stage of health degeneration 
is reached, you become temporarily stunned. Wait it out and dodge 
the eel’s attack the moment consciousness returns. 


Super Gauge 


The clear bar above your health bar is the super gauge. This gauge 
fills as you land attacks. When it flashes, press any two attack 
buttons at the same time to enter a super attack mode. Oscar's body 
glows when super attack is activated and all attacks have increased 
damage during this phase. The super attack phase eventually fades, 
even if you fail to land a single punch. If the gauge is still flashing, 
just press two attack buttons again to re-enter super attack. 


Blitz Level 


Get in enough hits and you earn a chance at a flurry of unblocked punches in what is called the “Blitz Level” The 
words “GET ‘EM” and “OSCAR” appear on screen when Blitz Level is reached. During this phase of the battle, the 
eel is susceptible to an attack, which goes unchallenged. Save your super attack ability for the Blitz Level! 


The more punches you land during this uncontested stage of the fight, the higher the multiples of inflicted 
damage. These multiples are displayed on the special damage meter that appears during the Blitz Level. The 
higher the multiples, the 
more damage the eel 
receives and the higher your 
Blitz Level, which is tracked 
and displayed at the end 
of the chapter. The highest 
level possible is “x6.” 


Fighting Tips 
To beat the Elite Mission, you must complete the fight with 50% of the yellow bar remaining. To do this, Dodging 


attacks becomes just as important as landing punches. Watch the eel closely and anticipate the direction he’s 
going to lunge before he actually does it. Moray either lunges left, center, or to the right. When he lunges to the left 


or right, you cannot remain in the middle of the screen and still expect to be safe. You must lunge one way or the 


other each time the eel attacks. 


Use Strong attacks sparingly (tilting forward on the control stick while mashing an attack button). These attacks 
are more damaging, but they're also much slower, leaving you vulnerable to an attack. Only use a Strong attack 
when you know the eel is staying back for a period of time—this happens just after a lunge. And never try to use 


two Strong attacks in a row; there just isn’t enough time to do this safely. 


Results 

Check out your stats at the end of the fight. The 
scoreboard shows remaining health, highest Blitz 
Level, as well as the number of Strong Punches thrown 
and special moves performed (super combo attacks). 


Tie. a K #500006732 
CHAPTER 10 


Slippery as an eel 


Z Mission Fame : 011000 
7 Bonus Mission” Fame: 014000 
Finish with 100% of the red bar. 

Z Elite Mission Fame 025000 
Finish with 50% of the yellow bar. 

Press. _te Continue 
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100% : Health Remaining 
6 : Highest Blitz Level 
05 : Strong Punches Thrown 
06 : Special Moves Performed 


Press to Continue 


Complete the basic Mission and earn 11,000 Fame 
points. 14,000 Fame points are awarded for finishing 
with 100% of the red health bar remaining. And 25,000 
Fame points are given to those who can complete the 
fight with 50% of the yellow bar remaining. 
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Mission Objectives Overview 


Mission Now that Oscar has the race tip, he doesn’t want 

Get to the track before 11:00 AM. to miss the Seahorse Race. Unfortunately, Oscar is 
Bonus Mission running late. He hails a taxi fish and he’s off to the 
Don’t lose any pearls to street thugs. races! Nearby thugs become aware of Oscar's bulging 
Elite Mission pockets and try to take his cash. Your race to the track 
Get to the track with 35 seconds to spare. has just turned into a double challenge. 


a BE s 


This race through Reef City is similar to the challenge in Chapter 
4; The Fish and the Furious. The concept and controls are 
the same, but the Bonus and Elite challenges are much more 
difficult in this race. Instead of beating an opponent to the finish 
line, you must now beat the clock! You have to reach the finish line 
in under 2:15:00 just to pass the basic Mission. To beat the Elite 
Mission, you must reach the finish line with 35 seconds remaining! 
This is no easy task. 


The addition of the Shenanigan Fish thugs is yet another new facet of the city race. One or two Shenanigan Fish 
thugs start chasing you at certain points in the race. They attempt to swim beside Oscar and run into him to make 
you drop some clams. To keep them from doing this, you must use the left and right Dodge buttons to run into 
them. One hit and they're history! 


Aside from the Bonus and 
Elite Mission challenges, 
the race itself can be very 
challenging. Losing sight 

of the bubble trail and 
getting caught up in the 
parade balloons (floats) are 
the main problems you'll 


run into. The bubble trail 
weaving through the floats is especially challenging in the last few turns of the race. Getting caught behind a float 


is the biggest problem that stands between you and crossing the finish line on time. 
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Following the bubble trail 
as accurately as possible 
not only keeps you on the 
fast track, but also sets you 
on the straight and narrow 
for the undertow entrances; 
the bubble trail leads 
directly into the undertows. 
Undertows are vital to 
beating the race. 


Pearl collection is not a prerequisite in this race; so don’t be 
distracted by these little purple gems. Instead, strive to avoid straying 


from the bubble trail. 
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Shortcut 
Using floats as landmarks is the best way to keep track of where A 


you are in the city. There’s a shortcut just past the second Reef 
City float (large yellow star) that you reach coming out of the first 
undertow. The Reef City float, located just before the shortcut, is in 
a street corner where you must make a hard left turn. The shortcut 
is ahead to the right as you straighten out from this turn. Press the 
button indicated on the screen and steer right into the alleyway. 


The bubble trail is gone, 

but there’s still a trail of 
breadcrumbs. Follow the 
pearls under the billboards 
_and out into the open street 


where another yellow Reef 
City float is located. Turn 
right to pick up the — 
rail once Ag 


Up until the alleyway shortcut, the bubble trail was somewhat easy to follow and very helpful; it kept you from 
getting hung up in floats for the most part. Now, it gets tougher to follow. As you exit the shortcut, look for the 
bubble trail to dive below the turtle and the crab floats. Now it gets even trickier. Follow the bubble trail under the 
first and second crab float. 


Next, the trail begins to turn left around a street corner. Continue 
under the blue whale float, then follow the bubble trail as it rises 
upward and over the following green turtle float. 


In the following right turn, the trail dives downward and 
under a purple squid, then up over a blue whale into 
an undertow. 


The most difficult part of the bubble trail to follow is just after the 
next undertow (this undertow starts in a corner near the purple 
seahorse float). 


Once you follow the undertow to its end, the bubble 
trail suddenly dives in between a second purple 
seahorse float and a green snail float. 


It dives and twists around 

the left street corner. You 
must pull up to get close to 
the undersides of the floats 
and pick up the bubble trail 
as it levels out and weaves 
between the next three floats. 


From here on out, it’s smooth sailing to the finish line—a left and right turn through the street corners and another 
undertow. 


Bonus Mission Tips 


The key to beating the Bonus Mission is the same for beating 
the Elite Mission: Powerslide Boosts in every corner and bubble 
trail turn in the course. Perform them one after the other until you 
reach the finish line. Keep your finger on the gas and reach over 
with a free finger to activate the Powerslide Boost. The boost can 
be activated when the control stick is up, down, left, or right. So 
when you climb and dive while following the bubble trail, you can a 
continue to use Powerslide Boosts. How does this help with the thugs, you ask? Well, if you use nonstop 
boosts, they'll never be able to keep up long enough to steal your clams! 


Elite Mission Tips 


Powerslide Boost! That's it. Nonstop. Keep boosting and following 
the bubble trail. And don’t forget to use the shortcut. It takes practice gal 
to stay on course with all of that speed, but it’s the only way you can | 
reach the finish line with 35 seconds remaining. 
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Upon race completion, you receive a scoreboard that displays your 
finishing time, time remaining (an Elite Mission must), thugs scared wannaoe > © 301139075 
off, and clams earned. er = ao 


Complete the mission and you receive 12,000 Fame points. 
Complete the Bonus Mission to earn 15,000 Fame points. Beat the 
Elite Mission to obtain 27,000 Fame points. 
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Mission Objectives Overview 

Mission Ernie & Bernie have tied Oscar up, and all but one 
Survive long enough to be rescued! fin is restrained. Use this free fin to swim around and 
Bonus Mission dodge Ernie & Bernie’s stinging tentacles. 


Finish with over half of your health remaining. 


Elite Mission 
Spotless! Dodge every attack! 


Strategy 


The reggae jellyfish brothers, Ernie & Bernie, have 
you tied up and surrounded with no place to go! You 
have one free fin, and you must do all you can to stay 
away from the brothers’ stinging tentacles. Each sting 


from the tentacle takes a fifth of your health. To beat ET Crazy Joe 

the Bonus Mission, you can get hit only twice! To beat =" Use. to avoid Ernie and Bernie's glowing 
: — = ey stingers! Help is on the way... survive for 80 

the Elite Mission, you must escape all of their stinging seconds! 


attacks. Press. „ło Continue 


You have 80 seconds to survive the jellyfish attack. 
All you can do is move the control stick to avoid the 
attack. The hardship comes when you realize just 
how far their tentacles reach and how quickly they 
circle you! 


The key to your survival is discovering their attack pattern. Ernie 
and Bernie circle around you nonstop during the attack. They 
change rotation directions and speed, but always remain an equal 
distance from you. If you simply float straight up (not touching the 
control stick), every stinging attack will hit you. 


If you tilt the control stick so that Oscar is between the jellyfish and 
at the furthest distance possible away from them, their stinging 
tentacles still remain a threat. The solution to this problem is to 
lean toward the one jellyfish that is not currently trying to sting 

you. To make things harder, the jellyfish continually swim around 
you in a circle. This means you must rotate the control stick while 
pulling back from the attacking jellyfish to remain in front of the one 
who’s not attacking. Think of it as simply following the non-stinging 
jellyfish as closely as possible. 


threatening jellyfish. 


Once you've got avoidance 
down to a science, Ernie 
and Bernie's attacks begin 
to overlap. This means 
that one jellyfish’s attack is 
beginning just before the 
other’s attack has ended. 
When this happens— 
midway through the 
challenge—avoid the first 
attack as we've described, 
then float in the middle 
when the second jellyfish 
begins his attack. As the 
first attacker draws back his 
tentacle, tilt toward him and 
avoid the other's sting. Keep 
this up for the remainder of 
eng co 


As soon as the hostile jellyfish 
pulls his tentacle back and 

the stinger light goes out, lean 
toward him so that you avoid 
the attack of the jellyfish behind 
you. Continue to roll the control 
stick to keep up with the non- 


Sd a}2eey) 


$01) ua nn ———_ 


Although you’re all tied up, 
you still have use of the Dash 
button. Use it to quickly 
avoid the jellyfish brothers’ 
stinging attack in conjunction 
with our avoidance strategy. 
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Mission Objectives Overview 
Mission 

Dodge the shark until the end. 
Bonus Mission 

Finish with 65% or better health 
Elite Mission 

Finish with 85% or better health. 


You must avoid being eaten by Frankie. Dodge his 
attacks for as long as possible. 


Strategy 


This challenge involves dodging 
the attacking shark just as you did in 
the first level, Chapter 1: A Rude 
Awakening. However, this time the 
shark is real—not a nightmare! 


There are a total of 15 moves in the first stage. Avoid swimming across 
the shark if you can. Go around Frankie unless time is an issue; you 
stand a better chance of avoiding a bite. There’s a slight break in 
between each group of Dodges. Swim in the middle of the screen during 
the break to prepare for the first Dodge in the next string. The following 
are the four groups of directions to swim to avoid the shark: 


LEFT, UP, RIGHT 

LEFT, DOWN, RIGHT, UP 
DOWN, RIGHT, DOWN, LEFT 
RIGHT, DOWN, RIGHT, UP 


There are 16 total dodges 

in the second stage of the 
shark attack. The following 
directions will help you get 
through it more easily (have 
a friend call ‘em out to you as 


you play): 

DOWN, RIGHT, UP, LEFT 
UP, RIGHT, UP, LEFT 
RIGHT, UP, LEFT, DOWN 
LEFT, UP, DOWN, RIGHT 
Stage Ill 


In the last stage, you have 
20 Dodge maneuvers to go 
through to escape the shark 
once and for all. Read the 
following directions with 
one eye, while watching 
your game with the other. 

If you can do that, seek a 
job in the circus. 
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UP, RIGHT, LEFT, RIGHT = 
LEFT, DOWN, UP, RIGHT g 
RIGHT, UP, LEFT, DOWN 7 
RIGHT, LEFT, DOWN, UP, DOWN, 


RIGHT, LEFT, UP 


Get the through the Mission alive to get 14,000 Fame 
ints. Do it with 65% or better health remaining and 
in 17,000 Fame points. Finish the mission with -o - = 
ealth to earn a eono 32,000 Fame ~ CHAPTER 13 
— Shark Bait 
z Mission Fame: 014000 


Dodge the skarb until the end. 


J Bonus Mission Fame: 017000 
- Finish with 65% er better health. 
J Elite Mission Fame : 032000 


Finish with §5%: or better health. 


te Continue 
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Mission Objectives Overview 

Mission o In order to repay Angie, Oscar elects to return her 
Defeat the hooligans and retrieve Angie’s Pink Pearls. grandmother's pink pearl—and with interest... a new 
Bonus Mission necklace. However, thieves have broken into the jewel 
Get rid of all of the pedestrians. store and stolen three pink pearls that were going to 
Elite Mission be in the necklace. You must retrieve the pearls by 
Destroy, search, and retrieve until you find 1140 small navigating three treacherous puzzle areas and battling 
pearls. three boss thugs. 


Strategy 

The entire mission takes place 
around the tower housing Coral 
and Company. You can circle 
around the building using the 
street sign switches to turn 
corners. Three of the sides 
feature boss battles where each 
foe holds one of the three Pink 
Pearls you must recover. The 
original side of the building has no boss, but does include a puzzling challenge. There’s a ledge that holds a Crazy 
Joe and some Large Pearls that you can’t reach at this time. 


Uptown Tower: Front 


Enter the building’s front door and talk with the Crazy Joe inside the store. He informs you that some crooks have 
made off with Angie’s Pink Pearls. The jewelers can’t complete the necklace. They need the three Pink Pearls back 
to finish the job. Exit the store. 


Once outside, bring up the map to get familiar with 
the sides of the jewelry building. The only map that is 
visible is the side of the building you are currently on. 


Continue to Charge Dash into all the fish (it takes 
three hits to defeat the Dolphins) on the front side of 
the tower until no more fish swim by. Head to the street 
sign on the right corner and press the Action button to 


move to the right side of the tower. 


Uptown Tower: Right Side 


Begin the tower's right side e 


a 
aA 


challenge by defeating all 
the pedestrians. Talk to the 
Crazy Joe and he yells at 
you to look up. He swears 
he saw some fellas scurry to 
the top of the building with 
Angie’s Pink Pearls. 


Enter the open window 
above to get over the 
electrical barrier. You exit 
the building through a 
window above the first line 
of electricity. 


Follow the path created by 
the many bolts of electricity. 
Head right, upwards, left, 
and then down. Extract the 
small pearls from the Large 
Pearl and enter the open 
window. 


Your only current option on this side of the 
building is to destroy all the pedestrian fish. Do 
this to complete the Bonus Mission and work 
toward the Elite challenge of collecting the 
allotted number of pearls. 
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You exit the building through an open window that's several floors above. Swim upward and perform a Charged 
Dash through the billboard near Crazy Joe. Collect the pearls released from the shattered billboard and dash 
through the adjacent billboard. Follow the electric path down and to the left toward another open window. 
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You exit the building through 
a window a few floors above 
the broken billboards. Defeat 
the electric eel to the left and 
extract the small pearls from 
the Large Pearl. Enter the 
open window near the left 
edge of the building. 


You exit the building through 
a lower window on the 

right edge of the building. 
Swim upward, following 

the Jacob’s ladder (walking 
electrical current). When you 
can swim upward no further, 
turn left and continue to 
follow the electricity through 
a billboard. 


Swim all the way to the left and 
defeat the electric eel; Jacob’s 
ladder cannot reach you in the 
area to the left. Swim upward, 
break the billboard, and swim up 
again to find another Large Pearl. 


Once the small pearls have been 
extracted, follow the pathway 
downward through more billboards 
to the right. On the right edge of 
_ the building, follow Jacob's ladder __ 

upward to another Large Pearl. 


Quickly circle the pearl 


before the electricity catches 


up with you! Break through a 
the billboard to the left and F 
defeat the electric eel. Swim a 
down, following another | 
Jacob's ladder, and enter Ta 
the building through the next a 
open window. R 
You exit the building through an 1 a 
adjacent window to the left. Swim 7 
upward and through the billboard, l- 
then up again to battle the Manta 5 
Ray. Once above the electrical | Re 
J barrier, the area is sealed and you | F 


are trapped at the top of the building 
with the boss. 


Manta Ray Boss Fight 

The boss battle with the large Manta Ray is reminiscent of some old school gaming goodness. The boss fires a 
revolving circle of electricity. The circle is broken in two places. To get to the boss, you must enter the revolving 
circle through the broken areas 

without touching the electricity. 

If you touch it, you take damage. 

Your health is refilled after each 

Pink pearl is collected. 
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The task of getting close enough ee 
to the boss to Charge Dash him . 
becomes increasingly difficult 

as multiple rings of electricity 

are released. Negotiate through 

the attack rings and assault the 

boss. Once you smack him three 

times, he releases the first PINK 
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PEARL. Circle the pearl to 
collect it—no small pearls are extracted. 


Uptown Tower: Right Side Secret Window) 


Defeating the Manta Ray shuts 
down the electrical barriers, 
making it safe to explore the 
entire side of the building 
without fear of damage. Swim 
downward along the right edge 
of the building and break the two 
_remaining billboards. Swim up 


_and down along the middle of 5 
the building until you locate the four previously inaccessible Large Pearls and the open ce (the on 


remaining that displays an exclamation mark when approached). Circle the pearls and enter the wind 
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Uptown Tower: Front (Top) 


The secret window on the right side of the building allows you to exit a window on the front of the building, above 
the previously impassible ledge. First extract the small pearls from the three Large Pearls along the ledge. 
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There are lots of billboards to destroy along the top-front area of the tower. Sweep back and forth along the 
entire area until you’ve found and destroyed them all. A Piranha or two guard nearly every billboard. Swim 
away from them if they’re {o : 


biting, and try to attack them wenn WK Sereen 


from any angle but straight- 
on. Once you're finished, 
re-enter the building through 
the window near the hermit 
crab. 


Uptown Tower: Right Side 
(Secret Window) 


Back on the right side of 
the building, swim down 

to ground level and make 
sure all the pedestrian fish 
have been defeated. Use 
the street sign switch on the 
right corner to access the 
back of the tower. 


Uptown Tower: Back 


Defeat the pedestrian fish on the backside of the tower and speak to the hermit crab. He notices more 
hoodlums escaping to the top of the tower with Angie’s Pink Pearls! 


Hurry, LOOK UP! | swear that | saw some 
fishy locking fellas scurrying to the TOP of 
the BUILDING with Angie's PINK PEARLS! 


Swim upward through the opening in the wall of Blowfish. The Blowfish surround you as you reach the area 
above. Now you have a large circle of Blowfish ae you. If you touch them, oe take daraga Y When 


the Blowfish begin to move 
around the side of the tower, 
match their speed and try to 
remain in the middle of the 


circle. 


Their speed varies, so use the appropriate number of Dashes 

to keep up. As the school of Blowfish swim around, they break 
billboards. Try to collect all of the pearls from the billboards as they 
float through the Blowfish circle. After a few trips back and forth 
along the wall, the team stops at the top of the building and sets 


you free... free to fight the Blowfish boss! 


Blowfish Boss Fight 


The Blowfish boss fight is D a p- =- a 
easier than the fight with the Momi Sei i 


Manta Ray boss. You must o a 2 te 
only avoid the needles he t i {B 
fires at you, and attack the 

boss with a Charged Dash 

Attack once he’s deflated 

and spike-free. 
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Attack the boss three times with Charged Dashes. Once eliminated, the PINK PEARL appears. Circle the 
pearl and head back to the street below. Use the street sign to the right to access the left side of the tower. 
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Uptown Tower: 
Left Side 


Defeat all the pedestrians 
_ on the left side of the tower 
and speak to Crazy Joe. He 
_ Says more thieves are above. 
Swim upward and find the 
Cuttlefish bosses. 


crazy kee 


Hurry, LOOK UP! I swear that | saw some : 
fishy looking fellas scurrying to the TOP of 
the BUILDING with Angie's PINK PEARLI! 


Press. ta Continus 


71 


Cuttlefish Boss Fight 


When you locate the ink-squirting 
Cuttlefish near the top of the 
building, you suddenly realize 
you are boxed into the area by a 
large rectangular wall of harmful 
ink. The only way to escape is to 
defeat the Cuttlefish bosses. The 
Cuttlefish release ink projectiles that must be avoided. They also disappear and reappear in new locations. The 
trick to defeating the first boss is to dash toward it as soon as it reappears, then perform a Charged Dash into the 
puffy top mantle area, while staying clear of the tentacles. One hit does him in. 


The ink barrier begins to rise. Follow it upward as you did when inside the circle of Blowfish. Try to collect the 
resulting pearls. 


When the ink barrier stops, two more Cuttlefish bosses appear. Avoid the ink and Charge Dash into them as 
soon as they appear. One bop on each of their mantles is all it takes. The ink barrier rises once again. Follow 
it and collect the billboard 

pearls. Continue this strategy 
with the following Cuttlefish 
until you reach the top of the 4 
building. 
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The master Cuttlefish boss floats 
at the topmost section of the 
tower. A few Cuttlefish with smaller 
mantles swim around and protect 
the boss by lunging at you. The 
objective is the same: avoid the 
ink and get to the larger boss 
Cuttlefish, using a Charged Dash 
three times to defeat it. 


The other two Cuttlefish swimming around the boss are only a distraction. Defeating this pair is unnecessary. Once 
the boss is history, the last PINK PEARL is released. Circle it. As you return to the ground, find and destroy all 
the billboards for their pearls. When all 1140 small pearls have been found, return to the jewelry store on the front 
side of the tower to complete the mission. 
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Complete the Mission and you earn 15,000 Fame points. Complete the Bonus memean mees m 
Mission to obtain 18,000 Fame points. Find all the small pearls to complete the CHAP TER 14 
Elite Mission and you are awarded 34,000 Fame points. i == farses 018000 


me: 018006 
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ission Objectives Overview 


Mission Chillin’ at his new penthouse 

Earn 75% success rate. apartment, Oscar and entourage 

Bonus Mission kick back. Ernie encourages Oscar 

Earn 90% success rate. to groove for everyone, and then : — : 
Elite Mission it's on! Go, Sharkslayer! Go! Use y Se 
Earn 100% success rate. the Directional Buttons to dance as = 


in previous dance missions. 


Strategy 


If you need to review the dance mission basics and scoring information, 
refer to Chapter 3: We Interrupt This Broadcast. For more details 
on Clam Mode, see Chapter 6: 
Whale of a Time. 


You'll be dancing to the beat of Outkast’s “I Like the Way.’ Nice choice 
of music, Oscar! You really need to get in the zone for this one, so make 
sure you're not disturbed. Watch the area to the right of the targeting 
circle, and get into the Outkast groove! 


The difference in this dance mission is the inclusion of the combo arrow bubbles. They come in two distinctive 
types: angled arrow bubbles and double arrow bubbles. They both have two arrows inside the bubble, but the 
execution we recommend is entirely different... 


The bubbles that have two arrows 
set at a 90-degree angle inside 
the bubble (for example: Up and 
Left or Down and Right) should 
be executed by pressing the 
Directional Button once. We found 
this to be easier than using the 
buttons as Crazy Joe suggests 

in the beginning of the level. For 
example: when a Down and Left combo bubble appears, press the Directional Button so your finger presses Down 
and Left at the same time; press in between these two buttons so you are hitting both. This allows you to execute 
an angled Down and Left combo with just one press. This will be easier than using the analog buttons when the 
heat is on. 


Double Arrow Bubbles 


The double arrow bubbles have two arrows pointing in opposite directions, for example: Up and Down or Right and 
Left. These combo bubbles cannot be executed in the same manner as the angle arrow bubbles. When the double 
arrow bubbles enter the targeting circle, you must use the analog buttons in conjunction with the Directional 
Buttons as Crazy Joe suggests at the beginning of the level. For example (in the PS2 version), a Down, Up bubble 
can be executed by pressing Down on the Directional Button and pressing TRIANGLE at the same time. Or you 
could press Up on the Directional Button and press X for the down arrow. The choice is up to you, n stick , the 
same m for each bubble is Yee: so "i don't = confused. 
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Mission Objectives Overview 

Mission © Looking for Sharks? Yeah right! Oscar has been sent 
Get Oscar's picture taken six times. to go check out the sighting of Sharks on the reef. He’s 
Bonus Mission followed by the Paparazzi with their cameras in tow. 
Defeat all Anglerfish. You must wake the Paparazzi and pose for six pictures. 


Elite Mission 
Collect 1500 Small Pearls. 


Ai 
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Warehouse District: Area { 


This mission involves the deletion of all Anglerfish for the Bonus 
Mission reward. The Elite Mission objective is easily met if you 
defeat all the Anglerfish. 


Pull up the map as soon as the mission begins. 

The two yellow stars on the map represent sleeping 
Paparazzi Fish. The green arrow (the one without the 
Oscar icon) is pointing to the first sewer that you need 
to enter. 


On your way to the first signpost switch, defeat the electric eels, smash all crates, take on the jumping crab, and 
circle the Large Pearl. 


Paparazzi 1 


Just past the signpost switch is a Large Pearl and just beyond that, a sleeping Paparazzi. Charge Dash into 
the photographer to wake him up, then pose for your first picture. Turn back and use the signpost switch to 


enter the alley. 


Alley Anglerhhsh 


Before entering the alley’s 
wall maze, swim upward 
along the edge of the 
building closest to the 
street sign. Swim up into 
the top nook to recover 
the Large Pearl. 


Follow the alley wall maze 
to its end while destroying 
the three Anglerfish. 
You can also find seven 
Large Pearls in this simple 
maze (eight if you count 
the first one accessed from 
the street). With that done, 
retrace your route and 
return to the street. Use 
the signpost switch to 
continue to the right on the 
main street. 


Back on the Street 


Continue to the right while destroying crates and electric eels for 
pearls. If you need health, enter the homes with the exclamation 


marks. 
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At the first street corner, find the signpost switch and a Large Pearl. Circle the pearl, then notice the sleeping 
Paparazzi behind the impassible fence—all the way to the right. Turn back and use the street signpost switch to 
turn onto the next street. 


Smash crates, crabs, and 
electric eels on your way to 
the sewer entrance at the 
dead-end. Enter the Block A 
sewer. 


The first sewer in the warehouse district is a simple 
U-shaped tunnel that leads through a large cavern 
before exiting back out onto the streets (a new street 
and new map). The large cavern in the sewer is full of 
Sea Urchins and houses a couple Large Pearls. Circle 
the pearls carefully to avoid touching the urchins. Exit 
through the next tunnel to access the new area of the 
warehouse district. 


Warehouse District: Area #2 


Pull up the map and locate the two stars (sleeping 
Paparazzi). Locate the Oscar icon, then find the sewer 
entrances (small blue circles). The furthest sewer is 
marked with a green arrow. Entering it with the arrow 
is how you ultimately reach the sewer entrance without 
the green arrow. 


From the sewer exit, swim left to the street sign. Use the signpost switch to enter the hole in the alley fence. 
Enter the green window to get past the first column. Defeat the Anglerfish, circle the Large Pearl near the 
ground, and then enter the blue window to get around the corner column. 
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Circle the two Large Pearls, then enter the green window to access 
the alley’s dead-end. 


Paparazzi #2 


Defeat the two Anglerfish, circle the three Large Pearls, and wake the Paparazzi Fish. Pose pretty for the 
picture, then retrace your steps back to the alley entrance. Use the signpost switch to exit the alley and return to 
the previous street. 


Back on the Street 


Swim to the right and take out the electric eel and the mailbox 
for pearls. 
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Swim around the corner to 
the left (no signpost switch 
needed). Circle the Large 
Pearl near the crab, then 
defeat the crab. Take out 
another mailbox and continue 
to the next intersection to 

the left. 


Paparazzi #3 


Swim past the signpost for a moment, then wake the sleeping Paparazzi near the electric eel and the mailbox. 
Charge Dash into the photographer and strike a nice pose. Defeat the eels, circle the nearby Large Pearl, and 
then return to the previous signpost switch to enter the next street. 


Side Street To 
Sewer B 


On your way to Sewer B, 
circle the Large Pearl closely 
monitored by the electric eel. 
Destroy the mailbox and then 
enter the Sewer B entrance 
at the dead-end. 


The Block B sewer is a little more difficult to negotiate 
than the Block A sewer. The first chamber houses 
Sea Urchins and a single Large Pearl. The longer you 
remain in the first chamber, the greater the chance 
that the two jellyfish from the lower tunnel will enter 
and attack. Try to avoid confronting them while around 
all the urchins. Defeat the jellies, then circle the Large 
Pearl in the chamber below. 


Exit the second chamber ee A 
through the tunnel to the n = BE, Ha 


right. Swim up into another 
urchin-filled chamber. 
Circle the two Large Pearls 
and return down the 
previous tunnel. Turn right 
and continue to the long, 
rightmost chamber. 
The rightmost chamber is a tall one that’s also full of Sea Urchins. There’s a jumping crab toward the bottom, 
and jellyfish toward the top. Defeat all the baddies and circle the two Large Pearls. Exit the chamber through the 
previous tunnel and continue into the next MR tunnel through the previous (lowest) chamber. 
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Continue through the tunnel 
to the leftmost chamber. This 
chamber is similar to the 
rightmost chamber—tall and 
full of Sea Urchins. Defeat 
the crab and circle the 
two Large Pearls. Exit the 
chamber through the tunnel 
exit in the ceiling. 
Paparazzi #4 


As you exit the Block B sewer, you find yourself in the area behind the impassible fence in the first warehouse 
district. Charge Dash into the sleeping ama to AN him. He takes your picture. There are four Large Pearls 


in this small area; make 
sure to circle them all before 
returning to the Block B 
sewer. 


Block B Sewer 
(Second Time) 
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Swim left to the previous 3y : oeii K E Soons 
signpost switch , then Oe 
continue to the left, past the 
area where you woke the 
third Paparazzi. Continue left 
to the dead-end and enter 
the Block C sewer entrance. 


Block C is larger than previous sewers, but it’s still 

pretty easy to navigate without getting confused. Begin 
by swimming down into the first chamber and defeating 
the two Anglerfish. Circle the Large Pearl and enter 
the tunnel to the right. 


The right tunnel suddenly turns into an intersection where only up and down traveling is possible. Swim up to 
a dead-end nook and circle the Large Pearl. Return to the previous tunnel and swim down to the unexplored 
chamber below. 
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The lower chamber is a very 
long one. There are three 
Anglerfish, a crab, and 
three Large Pearls within its 
walls. Navigate the simple 
maze of pipes to reach all 
these items and enemies 
while avoiding the static Sea 
Urchins along the pipes. 


Exit the long chamber using 
the ceiling tunnel on the right 
side of the room (near the 
last Anglerfish and pearl). 


As you swim upward through the tunnel, you are given 
a choice of either following a short tunnel to a chamber 
to the right or continuing upward into another group 

of chambers and tunnels. Head upward and save the 
right section for later. Trust us. 
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Swim to the left through 
the small chamber 
that’s home to two Sea 
Urchins, and defeat the 
single Anglerfish in 
the next tunnel to the left. 


Continue upward into a large chamber with Sea Urchins, three Large Pearls, two Anglerfish, and a Clam 
(one pearl is inside it). Once you've collected the pearls and defeated the Anglerfish, swim up and out of the 
chamber through the tunnel sy = ee 

in the ceiling. This tunnel — exgae KE Seon, 

is an exit that leads back eas 

to a secret corner of the T 


warehouse district. 


Paparazzi #5 

As you exit the Block C sewer, you find yourself in a little corner of the warehouse district that can only be 
accessed by doing exactly 

what you just did! Defeat the 

electric eel and wake the 

Paparazzi Fish. After your 

picture is snapped, return to 

the Block C sewer. 
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Block C Sewer (Second Time) 


Return to the intersection where you had a choice of going up (to 
exit the sewer for the fifth Paparazzi) or traveling to the right through 
a short tunnel (see picture). Enter the tunnel to the right this time. 


Defeat the two Anglerfish and collect the pearls from the two 
Large Pearls in this chamber. Exit the room through the high tunnel 
to the right. 


This tunnel leads to a 

tall chamber with Sea 
Urchins, a Large Pear! 

near the bottom, and two 
Anglerfish above. Defeat 
the Anglerfish, swim around 
the urchins, and exit the 
sewer through the Block C 
sewer exit above. 


Warehouse District: Area 3 


Check out the map as soon as you exit Block C sewer. 
There’s one star on it. This is the location of the 
remaining Paparazzi. A green arrow directs you to the 
final sewer... and if you thought the previous one was 
confusing, just you wait. 


Paparazzi #6 


Smash street objects on your way around the first corner. Midway down the street, you discover the last sleeping 
Paparazzi. Charge Dash into him and smile for the camera. Crazy Joe tells you to head for the Wastelands after 
getting the last picture. However, there is one last alley to explore before you head into the tunnel at the end of 
the street. 


There’s an intersection with a 
signpost switch past the last 
Paparazzi and around the 
next corner. Use the switch 
to turn into an alleyway full of 
Large Pearls and Anglerfish. 


There are two sections of the alleyway divided by a column. Each section has a series of ledges and chain link 
walls. The first section has three Anglertah (one on the first ledge section and two more on the top ledge). 
Find the gaps in the ledges z 
to access the next, and use TE XK 2 Sp 0023900 
the exclamation marked 
entrances to reach the 
Large Pearls behind the 
chain link walls. 


To reach the second section beyond the column divider, you must 
swim through the opening (swim left along the top ledge). 


This section is similar to the last—gaps in ledges to reach the various tiers, and openings in the chain 
link to reach Large Pearls. You can find one Anglerfish in this section of the alley. Defeat it and swim 
to the ground level to find 
the group of three Large ec 
Pearls. Retrace your route 
to find your way back to the 
previous street. 


To the Last Sewer 


Use the signpost switch to 
access the main street. Swim 
all the way to the right to find 
the last sewer, Block E. 


The Block E 
Sewer is the 
largest and most 
confusing sewer 
maze you've 
encountered 
thus far. There 
are tunnels, 
chambers, and intersections every which way. But basically, the sewer can be broken down into two sections. 
As you explore the sewer, you come across access ways with bright glowing colored frames (blue, green, 
red, pink, and yellow). The only way to travel between the two sewer sections is by moving through the two 
yellow doors. These doors are adjacent to one another, but separated by a column of earth. The following 
walkthrough is divided into the two main sections of sewer. 


Sewer Section | 


The sewer is mostly filled 
with Anglerfish, Piranha, and 
Large Pearls. Explore the 
first section of the sewers 

as efficiently as you can by 
moving ahead, conquering 

a chamber, and then 
backtracking when you know 
you've passed an unexplored tunnel. Keep backtracking and moving onward until you know you've seen every 
tunnel and chamber without passing through the yellow doorway. 


The blue doors are most likely the first ones you discover. 
These two doors provide a shortcut to the top and bottom portions 
of Sewer Section |. 


The red doorways are most likely the second set you come 
across. These two are also shortcuts, like the blue ones. 
However, the red doors provide quick access to the top and 
bottom of the midsection of Sewer Section |. There are two pink 
doorways, but we'll get to those later when we near the yellow 
doors on the rightmost section of Sewer Section I. 


sak S$00154200 saa A Sooo There are eight _ 
Anglerfish in Sewer a 

Section |, all of which are 
-easily found. Once 


Before entering the yellow door, turn back and take the first tunnel downward. Follow the tunnel to a pink door. 
This door leads to another pink door and a small section of the sewer that’s otherwise inaccessible. Defeat the two 
Anglerfish in this small 
chamber and circle the 

three Large Pearls, then 
retrace your route to the 
yellow doors. 


From the yellow door, turn back through the tunnel again and take the first tunnel upward to reach a green door. 
The green door leads to a chamber containing Piranha and Large Pearls. You may only need to come here if you 
think you are low on pearls for your Elite Bonus objective. Return to the yellow door, but this time head through to 
the second sewer section. 


Sewer Section Il 


Are you ready for another exhausting maze of tunnels and chambers? Sorry to disappoint you. Once you head 
through the yellow door and enter the second section of the sewer, you only need to circle the three Large Pearls 
in the first chamber and then swim through the exit tunnel to the right! Excellent! The only reason we made 

such a big deal about the two sewer sections is so you wouldn’t accidentally exit the level without getting all the 
Anglerfish. 


Beating the Mission by simply getting through it and 
collecting six pictures earns you 17,000 Fame points. 
Defeat all the Anglerfish to pick up 21,000 Fame points 
in the Bonus Mission. Collect enough pearls to beat the 
Elite Mission and you earn 39,000 Fame points. Way to 
go, Megastar! 
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Mission Objectives Overview 


Mission Oscar's feigned Shark hunt didn’t go quite as 
Defeat the Shark. planned. Now a Hammerhead Shark has poor 
Bonus Mission ol’ Oscar in his sights, and Oscar has only one 
Finish with 100% of the yellow bar. choice... fight! 


Elite Mission 
Finish with 50% of the green bar and one Super Move. 


Strategy 


This challenge is almost exactly the same as Chapter 10: 
Slippery as an Eel. However, instead of fighting an eel, you 
now go head-to-head with a Hammerhead Shark. Refer to Chapter 
10 for fighting basics, scoring, and information on Super Moves. 


In the beginning of the mission Crazy Joe says to press certain 
buttons when the combo meter is flashing to perform a super 
attack. You must land at least one of these attacks to qualify for the 
Elite bonus. 


The Shark’s fighting style is 
Slightly different than Moray 
Eel’s. The Hammerhead 
lunges more often and in 
quicker succession. This 
means that you should 
Dodge more often without 
throwing a punch. Allow him 
to get through his lunge 
pattern, then smack him as soon as he returns to his position in front of you. 


The only other thing to watch for is when the Shark pulls far back and then races toward you at an incredible pace. 
When this happens, wait until he is rushing toward you, then Dodge just before he hits you. Throw a punch as 
soon as he returns to his position in front of you. 


Make sure that you throw at least one Super Move to qualify for the Elite Mission—and there's the small matter 
of keeping 50% of your first health bar. Defeat the Shark and earn 18,000 Fame points. Finish with 100% of the 
yellow bar and you'll get 22,000 Fame points. Kick fin and finish with 50% of the green bar and use at least one 
Super Move (see Chapter 10 for details) to net yourself 41,000 Fame points! 
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Mission Objectives Overview 

Mission Lenny needs to hide out and has convinced Oscar 
Make sure Lenny gets to the Whalewash safely. to sneak him back to the Whalewash. Oscar must 
Bonus Mission navigate back through another sewer maze system 
Visit 10 homes. while avoiding Police Dolphins and Paparazzi Fish in 
Elite Mission the city. He must also remain unseen and deliver 
Collect 1300 Small Pearls. Lenny to the Whalewash to complete this mission. 


wht Ch 


Block E Sewer Æ 
You begin this mission 
facing the large sewer 
system maze you just 
left in Chapter 16: 
Wanted. A Few 
Good Fish. The layout 
of the maze is exactly 
the same with a couple 
of exceptions—a few rooms look different inside and the doorways are no 
longer colored. You must make your way through the maze backwards— 
from the exit in Chapter 16 to the entrance. If you spent a fair amount of 
time exploring each of the rooms and gaining an understanding of which 
doors connect to one another (and which one leads to a secret room), 
then finding the exit to the city street will be a piece of cake. For more 
information on the sewer, refer the end of Chapter 16. We recommend exploring each room once again to get the 
Elite Mission bonus. But watch out for the Piranha; they've really settled into the sewer system. 


To the Exit 


er 


When you approach the first tunnel, Lenny appears from the entrance and takes cover in the corner. Once you 
exit the sewer system, he automatically travels through the sewer on his own to catch up with you. To find the exit, 
just keep left and stay to the midsection of the sewer—it will look very familiar and should all come back to you 
soon enough. 


Warehouse District: Area [ 


As you exit Block E sewer 

into the warehouse district, 
Oscar automatically takes 
cover behind a nearby fire 
hydrant. A Paparazzi’s camera 
begins targeting you as soon 
as you leave the protection of 
the hydrant. Five white dots 
line the top of the Paparazzi’s 
camera view. These focusing lights turn red as the photographer comes closer to obtaining a lock for a picture. 
Once five lights are lit, the picture is taken and you are sent back to the beginning of the last checkpoint. 


You are facing two major threats in this challenge: being spotted by 
the Police Dolphins and having your picture taken by the Paparazzi. 
If either of these events happens, the mission is failed. When you 
return, you are sent back to the last checkpoint—in the beginning, 
this would be the Block E sewer exit. However, the home entrance 
and small pearl count will be history. So, if you get photographed or 
spotted by the cops, all hopes of reaching your extra mission goals 
are lost. 


Both of these threats can be avoided by practicing the same evasive 
technique. Use every doorway and fire hydrant as cover until the 
cops clear away and the camera loses its fix on you. The most 
threatening of the two is the camera; as soon as five red lights 
appear, you're toast. So use the lights as a gauge to decide how 
quickly you need to Dash into a home or behind a hydrant. 


The police are slightly easier to avoid than the camera. They 
can’t see you as long as you do not enter their field of vision 
(approximately the area covered by their red and blue lights). You 
can often Dash underneath or above them within a reasonable 
distance without being spotted. 


Stealthy Walkthrough 


From the moment you approach the sidewalk and Lenny takes cover in the short alley, Dash non-stop to 
the first doorway. Not only must you enter 10 homes to get the Elite Mission bonus, but the health and the 
protection from the cops they = - 

provide is welcome. Remain 
inside the home (#1) until 
the nearby Police Dolphin 
arrives, investigates, and 
leaves. 


Exit the home and follow 
behind the cop, then Dash 
behind the next fire hydrant. 


Wait for the cop to return to the previous 

doorway before Dashing around the 

corner to the next home (#2). 

Stay inside until the Police Dolphin 

comes and goes. Leave the home 
and head right, following the cop. 


Dash behind the next hydrant. 
Above the hydrant is a Large 
Pearl. When the coast is clear, 
Dash up and circle the pearl, 
then Dash to the next hydrant 
under the Fish King sign on a 
wall near the street corner. 


Wait for the cop on the right to arrive, then head back the way he came before leaving the hydrant. Dash past the 
corner, avoiding the Paparrazi’s camera. Find and circle the row of four Large Pearls and collect the small pearls 
quickly before being spotted. Dash around the camera and down to the signpost switch. Turn around the corner, 
circle the Large Pearl in the next corner, and then enter the Block D sewer entrance. You must circle the pearl 
quickly to avoid the Paparazzi! 
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Swim down into the first ch mber t destroy the Piranhas and circle the Large Pearl. 


Swim through the lower 
tunnel to the left and defeat 
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the three Piranhas. 
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Swim down into the center 
platform to reach the Large 
Pearl tucked below. Return 
up through the gap and 
continue battling newly 
arrived Piranhas. Swim 
upward through the tunnel in 
the ceiling. 
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The tunnel above the second chamber circles around into itself. Find the Large Pearl in the top corner and 
defeat the Piranhas. This tunnel also leads to the right and dumps into a dead-end chamber. Enter this 


chamber and defeat the 
Piranhas, then push the 
Large Pearl out of the Clam, 
circle it, and return to the 
chamber below. 
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Find the tunnel that leads out of the second chamber to the left, then follow it upward to another Piranha- 
filled chamber. Defeat the Piranhas and circle the Large Pearl in the bottom corner. Find the exit tunnel 


above and use it to reach the warehouse district. 
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As soon as you exit Block 
D, enter the nearby home 
(#3). Exit the home, then 
swim to the left and go get 
the Large Pearl. Beware of 
the Paparazzi around the 
next corner. Swim down, 
break the garbage cans, 
and circle the Large Pearl. 
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Dash to the left. When you reach the next street, Lenny catches up to you and hides behind a wall. Quickly circle 
the next Large Pearl and swim high enough to avoid the police around the next corner. When it’s safe, enter the 
first home (#4) around the corner. 


When the cops swim away, exit the home and destroy the garbage cans near the stoop, then Dash upward to 
circle the Large Pearl. Be on the lookout for a high swimming Police Dolphin. Stay low to avoid being spotted. If 
the sirens blare, Dash back to the last home or the next hydrant for cover. 
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Dash around the next left corner, bust the garbage cans on the ground for pearls, and continue to the left to circle 
another Large Pearl. Use the hydrant to hide from the last cop on the block. Circle the Large Pearl near the edges 
of the buildings. Dash for the gers s 

sewer entrance at the end of 
the street. 


Block C Sewer 


The first chamber in the Block C sewer is full of Sea 
Urchins and three Anglerfish. You must carefully 
navigate through the urchins. Destroy the Anglerfish at 
such an angle that you don’t hit the urchins. Circle the 
three Large Pearls at the bottom of the chamber. Use 
the tunnel on the left side to exit. 
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The second room contains Sea Urchins only. Avoid 
them as you swim in a zigzag fashion through the 
small maze they create, then enter the next tunnel to 
the left. 
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There’s an intersection in the 

next tunnel; you can either 

swim up or down. Going 

up allows you to access a 

secret area of the warehouse 

district. You must fight your 

way through Anglerfish and 

steer through Sea Urchins 

to reach the last chamber 

above (where two Large Pearls are located). 
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There’s a tunnel in the ceiling that allows you to exit the sewer and enter the small fenced-in area where eight 
Large Pearls are located. Move quickly to avoid the Paparazzi while circling the pearls. Return to the fork and 
swim to the left and head for the real sewer exit. 
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Head down through the lower tunnel from the intersection until you reach a long chamber with five Anglerfish and 


two Large Pearls. Conquer the room and move into the tunnel to the left. Swim upward past a left tunnel to defeat 
another pair of Anglerfish and find a Large Pearl at a dead-end tunnel above. Turn back and take the left tunnel 


that you just passed. 
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Defeat the Anglerfish in the 
next chamber and circle the 
Large Pearl. Swim out of the 
chamber through the tunnel 
in the top-left corner of the 
room. This is the sewer exit. 


Warehouse District: Area I(l 


Swim to the right and enter the nearby home (#5). Exit the home, then Dash to the right and bust the mailbox. 
Lenny now follows you out of the sewer and hides in the nearby alley. Circle the Large Pearl near the alley and 
continue to the right. 


Smash the mailbox on the corner and use the signpost switch to turn the corner. Swim up to float high over the 
nearby cop. When he swims toward the signpost, swim past him and break another mailbox, then circle the Large 
Pearl near the inaccessible alley. Enter the nearby home (#6) and enter the Block B sewer near the doorway. 


Block B 
Sewer 

Push the Large Pear! 
from the center of the 
Sea Urchins in the 
first chamber. Circle it 
when it moves away 
from the harmful 
urchins. 


Swim down into the lower chamber and take the tunnel to the right 
(there’s another one to the left that we'll get to in a minute). Swim 
up through the next possible upward tunnel and carefully extract the 
pearls from the Large Pearl in the chamber of urchins above. 


Swim back down to the 
lower tunnel and turn right. 
Carefully circle the two 
Large Pearls inside another 
urchin-filled chamber. 
Return to the lower chamber 
with two tunnel exits. Take 
the left exit this time. 


Defeat the leaping crab and : a | 
circle the Large Pearl near ie — : ee ee 
the floor of the tall, urchin- ts 3 : : 


filled chamber. Swim up and 
circle the two Large Pearls 
near the top of the chamber, 
then swim through the exit in 
the ceiling. 


You have just accessed a sa = = <-> 
closed at eecion of the y bo p» » Sou Be 
warehouse district that holds ee ae © -e 

eight more Large Pearls. » > - 

Quickly take the small pearls 

from them before you get 

your picture snapped. Return 

to the sewers and retrace 

your route back to the Block 

B sewer entrance. Return to the previous warehouse district above. Dodge into the home (#6) to hide from the 


photographer. 


Warehouse District: Area III (second time) 


Return to the corner signpost switch and head to the right. There are lots of cops around, so Dash behind the 
nearby hydrant. When the coast is clear, return to the open street for the high-floating Large Pearl. Head right 
again past the hydrant and enter the next home (#7). 
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Exit the home and stay low. 
Smash the mailbox and enter 
the next home (#8), just a few 
yards away. Stay put until the 
police lights go away, then exit, 
circle the Large Pearl near the 
corner, and smash the mailbox. 
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Round the corner (no 
signpost switch needed) and 
swim high to avoid the next 
cop. When it’s clear, dive 
down for the Large Pear! 
midway up the street. Enter 
the Block A sewer at the 
end of the block. 


Block A Sewer 


Swim down into the one and only chamber in this 
sewer, then negotiate the Sea Urchins for the two 
Large Pearls. Exit through the following tunnel to 
reach Warehouse District: Area IV. 


Warehouse District: Area IV 


Enter the home (#9), located near the Block A sewer exit. Exit the home and quickly Dash through the stack of 


crates on the sidewalk. Dash to the next door. Before you reach it, Lenny follows you up from the sewer and hides 
in the small alley between 


homes. Enter the next 
home (#10) near Lenny. 


Avoiding the camera, smash 
the crates near the corner 
and then quickly use the 
signpost switch to reach 

the crates around the next 
corner. Smash ‘em up 
quickly and hide behind the 
next fire hydrant before the 
Police Dolphin spots you. 


Look to the left and find the Large Pearl. Leave the hydrant when the cops are away from this area. Circle the 
Pearl and Dash for the next home (#11) on the left, near all the crates. If you haven’t reached your Elite goal 


yet, continue to smash all s ; z 5 k g= ‘ 
the crates and circle the i > ) pcow Spoon 
remaining pearls on your T = 
way to the end of this street. 

You are nearing the end of 

the level. 
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Use the next hydrant to the left, near the “closed road” barricades, for cover from the cops. Circle the pearl above 
the hydrant, then make for the next hydrant. Continue to the left, smashing and collecting until you reach the last 
home (#12). You only need to enter 10 homes for the Bonus Mission objective; there are two extra homes in 
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case you missed one. 
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Exit the home and make a mad Dash to the left for the subway steps. This is the end of the level. Lenny catches 
up and follows you down into the subway tunnel. 


Completing the mission awards you 19,000 Fame s TER 
p g y roseni TAR A 5 502095 19 


points. Visit 10 homes along the way (without being e 
, CHAPTER 18 


spotted or having your picture taken) and obtain i mee 
23,000 Fame points. Collect 1300 Small Pearls and Ma Mission Pome e reece 
5 Fame: 023000 


you'll take home 43,000 Fame points. zZ Boni 
ee Visit IO homes. 
7% Elite Mission Fame: 043000 
Collect 1300 smali p 
3 Press A to ‘Continue : 


earls. 


98 


Mission Objectives Overview 


Mission A photographer managed to get a fuzzy picture of Oscar 
Finish the race while destroying 40 newspapers. with Lenny sneaking through town. If the newspaper 
Bonus Mission is delivered to newsstands, it could reveal Oscar for 
Destroy all nine newsstands. the fraud that he is. Lenny and Oscar must chase the 
Elite Mission paper delivery fish through the streets of Reef City while 


destroying the delivered newspaper stacks to prevent 


Destroy 70 stacks of newspapers. 
the public from finding out the real story. 


Strategy 


This mission is less about racing, and more about seeking and 
destroying. You have three objectives: One, cross the finish line with 

40 newspaper stacks destroyed. Two, destroy all nine newsstands. And 
three, destroy 70 stacks of newspapers. Two of these objectives are 
nearly impossible to do in one pass (nine newsstands and 70 stacks). 
Since you'll be redoing the level anyway, you might as well choose an 
objective, execute it, cross the finish line, and then replay to complete the 
other one. 


This level first appears to be like other races, but the only thing you are 
racing against is the clock. Finishing the course in 3:50 is not difficult. 
However, you must pick up (destroy) 40 of the glowing newspaper stacks 
the delivery fish is dropping before crossing the finish line. This objective 
is manageable. Simply follow behind the delivery fish through the entire 
course and you'll easily meet this objective. Do not try to pass him. 
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There’s no need to use Powerslide Boosts in this level. However, the 
delivery fish lags if you are moving too slowly. This means the delivery 
fish may not cross the finish line in the time allotted. You need to stay 
close to the delivery fish to encourage him to pick up the pace. A total 

of 75 paper stacks are delivered. In the Basic Mission, you only need 

to collect 40, so you can afford to miss quite a few. Keep an eye on the 
Clock (bottom-left corner) and look at the paper stack counter (bottom- 
right corner) to determine how many more you need ey you cross oe 
finish line. 


It seems difficult at first, but the Bonus Mission is 
much easier than the Elite Mission—as it should 
be. First, you must identify what newsstands look 
like. They are peppered throughout the city, they’re 
wooden, and some are painted yellow while others 
are dull brown. The yellow ones are obviously much 
easier to spot. There are nine in the city, so you can’t 
afford to miss any. The way the course is designed, 
you have more than one chance at hitting a number 
of newsstands. The following is an account of each 
newsstand location. 


Counting Corners 


To find these stands while racing through town, you must count 
| each turn in the course, starting at zero from the starting line. 
| | Count absolutely every turn to find these newsstands! 


Our map not only identifies stand locations, but also indicates 
turn numbers. You cannot turn around or stop during this 
challenge, so make sure to count turns in your head to be 
prepared for upcoming newsstands. 


(_]= Newsstand 


= First Lap 
= First Overlap 
= Second Overlap 


<= Third Overlap 
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The first newsstand is located on the first turn, on the left corner. 
It's yellow. Smash it as you round the turn. Use a left Dodge move 
if you must. 


The second newsstand is on the sixth turn. This is a left turn. 
The stand is brown and on the corner. 


The third newsstand is on the right sidewalk midway through the block 
after the seventh turn. You can see the eighth turn from the stand. The 
_ Stand is brown and behind a light pole. 


100 


The next easy stand to hit is on turn 16 (6 on our map). The stand 
is on the left, near a land bridge, and is yellow. The bubble trail 
previously had been dipping below the sidewalks and now, in this 
turn, it has begun to level out with the sidewalks, making this an 


Just past the previous stand (on turn 31) is another yellow stand on 
the left sidewalk, midway up the block (8 on our map). Easy target! 


The fourth newsstand is on the right sidewalk midway between the 
ninth turn and the tenth. It’s brown and near a corner (one you don’t 
turn on), just before a light pole. 


Another newsstand (5 on our map) that’s easy to hit is on the left corner 
of the twelfth turn. The bubble trail is lower than the sidewalk where it 
sits, but the trail comes close to the stand, making it easy to pull up and 
turn through as you round the corner. 


The next stand that’s easy to spot and destroy is on turn 31 

(7 on our map). This long break between newsstands allows you to pick 
up the pace to make up for lost time. The stand is on the right corner and 
is yellow. Just beyond the stand is an earthen bridge. 
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Take it out. 


If you missed Newsstand 7 
on the first pass, you have another chance at it as you round turn 43, 
overlapping your previous route. 


In turn 50, look a short distance ahead to turn 51. On the left corner in 
the turn sits a yellow newsstand. It’s extremely vulnerable in this spot, so 
destroy it! The finish line is just through the next set of turns. This should 
be your last hit. Ee 


Picking up (or destroying) 70 newspaper stacks is very challenging. 
You must balance speed with collection accuracy. The key is to 
follow the delivery fish closely, but not too close. You’ve gotten into 
the habit of following the bubble trail, but now is time to break that 
habit. The delivery fish follows the bubble trail, but often strays off 
course a bit and swims above, below, or beside it. 


You do not have to swim directly through the newspaper stacks to collect 
them—they pull toward you, similar to the way pearls do—but it’s helpful 
to strive for collision with the papers. This way, you stand less of a chance 
of missing the paper. If you follow the delivery fish too closely, you may 
miss a sudden turn. You also might dive, causing you to miss some 
dropped papers. And that’s the last thing you want to do! 


Pace is very important. If you go slowly, the delivery 
fish lags. If he does this, you'll never get enough 
papers and cross the finish line in time. When you can, 
glance at the clock and also look at your position in 
the course, using the course meter at the top of the 
screen. When you reach the halfway mark, you should 
have around 1:45 on the clock. The course takes less 
than 3:50 to get through. 


You should reach your goal 
of 70 newspaper stacks 
during the last few turns of 
the race. The crowd cheers, 
marking your achievement. 
When you hear the screams, 
forget everything else and 
just floor it for the finish line! 
Use Powerslide Boosts on 
the remaining corners. 


Your finishing time, papers collected, newsstands disabled, 
and clams earned are tallied as you cross the finish line. 
Beat the basic Mission and you earn 20,000 Fame points. 
Beat the Bonus Mission to claim 24,000 Fame points. Beat 
the Elite Mission to swim away with 45,000 Fame points. 


Mission 


Overview 
Objectives Ernie and Bernie have become obsessed with the 
Mission Sharkslayer video game. An image of Oscar dancing 


plays on the big plasma screen TV in Oscar's 
penthouse apartment. 


Earn 75% success. 
Bonus Mission 
Earn 90% success. 
Elite Mission 
Earn 100% success. 


Strategy 


This dance challenge is no different (mechanically) from 
the previous dance challenges. However, it is a little more 
difficult. The rhythm of the button presses is not accented 
in the music as well as in other challenges. The arrows are 
right on the beat, but the accompanying instruments are not | | 
always accenting those beats. So, you have to really get in ; ET ITY 
the groove and try to execute the presses on time. A 
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The key to a good score is hitting chains of precise button 
presses. Again, to prepare for the upcoming arrows, watch 
the blue area to the right of the targeting circle. Your reaction 
time plays a big role in just how far away from the targeting 
circle you look. If you have quick reflexes, look closer to the 
targeting circle. This should help you nail the arrow bubbles 


Previous Dance Tips 


See Chapters 3, 6, and 15 for more information on the 
mechanics of the dance challenge, scoring, and Clam and 
Bonus modes. 


What makes this challenge more difficult than the other 
dance challenges (besides the music) is the increase 
of combo arrow bubbles. Get comfortable with a 
particular style of combo execution and don’t mix it up. 
Stick to what works for you and use the same style of 
combo presses each time you encounter combos. This 
requires less brainpower when the pressure is on. 
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The basic Mission should only take you a couple of 
tries; however, the Bonus Mission takes more practice 
(still under 10, most likely). The Elite Mission takes 

a serious investment of your time. After enough 
repetition, you forget about what you’re doing (this is 
good). Your fingers and eyes just start working together 
and it all falls into place. 
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Complete the mission with 75% success to earn 21,000 Fame points. Complete the Bonus Mission (90%) and 
take home 26,000 Fame points. Complete the nearly impossible 100% success and get 48,000 Fame points. 


ma = m a 
% : Regular Percentage 
Bonus Percentage _— 
erall Percentage 
326 ++ +*+ 000 
000 + + 000 Missed 
000 X4 = 
326 : Best Stream 
5/5 : Bonus Rounds 
13070 : Total Clams Earned 


Press łe Continue 


With Ernie and Be i 
__- Fame 021000 
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Mission Objectives Overview 


Mission Oscar and Lenny fight in the middle of Reef City. 
Defeat the Shark. Oscar throws lefts, rights, and uppercuts while 
Bonus Mission dodging Lenny’s attacks. If he gets enough hits in, 
Finish with 100% of the green life bar. Oscar receives a chance to combo Lenny. The Shark 
Elite Mission goes limp and Oscar can punch him several times 
Finish with full health, blitz level 6, and three super without the fear of being attacked. 

moves. 


Strategy 


This fight is similar to the bout with the eel and the previous Shark. 
However, it’s with your buddy, Lenny! The fight may be a farce in 
the story, but this is the real deal as far as you’re concerned. Show 
no mercy! 


The difficulty is not beating Lenny—you’ve fought a few fights like 


this one already and you made it here. The hardship is meeting the 
Bonus and Elite objectives. 


Beating the Bonus Mission 


The Bonus Mission objective is to finish with 100% 
of the green life bar remaining. This doesn’t mean 
you can't get hit a few times; it simply means finish 
with all your health. To do this, use taunts to recover 
from health loss. Taunts can be time consuming, so 
only perform them just after Lenny lunges at you, or 
when Lenny is stunned. While taunting, be prepared 
to Dodge attacks. You must perform a complete taunt 
without interruption in order to receive the health 
bonus. This means you cannot throw punches while 
Oscar's mouth is running. -S 


Finish with full health, blitz level 6, and three super moves. Sound 
impossible? If you can beat the Bonus Mission, then you have the 
first objective licked. Use taunts to recover from boo-boos. 


A blitz level 6 is difficult 

to pull off, but there is a 
solution. Throw lefts and 
rights one after the other 
to stun Lenny (uppercuts 
are too slow). The moment 
Lenny is stunned, press up 
and use Strong Punches 
(Up + Uppercut). Yes, we 


know. We just said they are slow, but they are powerful. And when Lenny is stunned, you can chain four of these 
Strong Punches together. Each hit raises the blitz level by one! 
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The final objective in the 
Elite Mission is to perform 
three super moves. These 
are the moves executed by 
pressing two buttons at the 
same time while Oscar is 
glowing with combo ability 
(when the combo gauge is 


flashing). At least one hit in 
the combo must make contact in order to count as one of the three super moves. The best time to execute a super 


move is when Lenny is stunned. Try to get the blitz level 6 early in the fight, then spend the rest of the fight trying 
to squeeze in the three super moves. 
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Results 5 ey Fag! : 
Ls : : MEGASTAR * SOOS] 
At the end of the bout, Health Remaining, Highest Blitz Level, pies cers e 
Strong Punches Thrown, and Special Moves Performed are E 00% :Hioktk Ramen, 
displayed. : — 6 : Highest Blitz Level 
f : 06 : Strong Punches Thrown 


13 : Special Moves Performed k 


23,000 Fame points are 
a Anri awarded for completing 
- CHAPTER 21 r the basic Mission. 28,000 
pages sooo i A Fame points are given for 
beating the Bonus Mission. 
52,000 Fame points are 

bestowed for finishing the 

Elite Mission. -o 


<7 Mission Fame : 023000 
z Deteat the sherk. 
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Mission Objectives Overview 


Mission Lenny can’t be seen in Reef City, or anywhere else 
Gather all four parts of the dolphin costume. for that matter (since you supposedly defeated him 
Bonus Mission in the last so-called “fight”). Oscar and Lenny devise 
Complete in under 300 seconds. a plan to assemble a dolphin disguise. Getting the 
Elite Mission costume won't be easy, though. Oscar, the celebrity 
Earn 180 Small Pearls. “Sharkslayer;’ doesn’t want anyone asking questions 


about his curious purchases. Your goal is to avoid 
being photographed by the Paparazzi while collecting 
different pieces of Lenny’s costume. Collect all four 
pieces without being photographed more than twice. 


Strategy 
Say Cheese! 


In this Uptown District 
mission, a Paparazzi 
madman is hounding you 
with his camera. He’s 
relentless! But he’s kind : 

enough to whisper-count from one to five before he gets his shot. Use this count and the red lights on the camera 
view to gauge how long you can stay in the open. If he snaps your picture three times, it’s game over. 


The Uptown District is 
overgrown with kelp! Use the 
many purple bushes to move 
stealthily through the city. 
Move from one to the other 
before the photographer 
counts to five. The count 
restarts from “one” each time 
you leave whatever you're 
hiding behind. You can also hide behind hydrants, or inside open buildings and other 
objects, but they don’t have the same perks as the kelp. Each time you hide behind 
kelp, you earn Small Pearls. The groupie guppies flock to you as you enter the kelp 
and with their many kisses come small pearls. Similar to entering health homes, you 
can only receive the pearls once for each kelp visited. 


Uptown District 


Bring up the map as soon as you begin the challenge. 
There are two sides to the block. The two stars on your 
map represent the two pieces of costume that are on 
this side of the block. Each costume piece is inside a 
building. All open doors lead to a costume piece; now 
it's just a matter of making it to the doors without being 
photographed three times. 


The first star on the map 

is the easiest to reach. 

Simply enter the door behind 
you at the beginning of 

the level. Inside the Reef 

City Paints store, Oscar 
receives the Dolphin Blue Paint. 
Exit the paint store. 


Once outside, the 
Paparazzi begins his count 
once again. Work your way 
toward the building on the 
right corner of the street. 
Stop behind the many kelp 
bushes along the way— 
they're everywhere, so you 
won't have to search long 
to find one! You can even find them growing up high on the sides of the building and billboards. Swim from kelp to 4 o) 
kelp, collecting groupie kisses and small pearls. | | 


Caution Tape Scarf 


Enter the police station on the corner (see rightmost star on the first map). Inside, Oscar gets the Caution Tape 
Scarf. This is for hiding Lenny’s gills. Exit the police station and look for cover immediately. 
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Toolbelt 


When you use the signpost switch on the corner near the police station, it sends you automatically behind a high 
piece of kelp on the side of the building. This helps you make it safely around the corner if the Paparazzi is close to 
the end of his count. 


Pull up the second 

map that displays the 

new side of the block. 
There are two more stars, 
illustrating two more costume 
pieces. 


The closest star is above the 
ledge on the corner building. 
Work your way to the right 
from kelp to kelp, then begin 
heading upward to clear the 
ledge above. 


caan Seer, ` 


Enter the home improvement store and Oscar receives a Toolbelt to cover Lenny’s fins. Exit the restaurant and 
swim to the right, using the kelp for cover again. 


Swim toward the ground and = 7 
stop at the Crazy Joe near = a : 00756259 


the stack of crates. You can’t 
hide behind him, but when 
you're finished talking to 
him, the Paparazzi starts his 
count over. Smash through 
the large stack of crates 

to clear the office supply 
store’s entrance. 


Now enter the large doorway in the office supply store 
to receive the last costume piece, Rubber Bands—to 
pinch Lenny’s nose. As soon as you receive the fourth 
piece of the costume, the mission ends successfully! 


You have five minutes to do exactly what we've just 
explained. This should be no problem at all; it can even 
be done in just one minute. 


The Elite Mission may be solved before you finish the 
Bonus Mission! With all the hiding behind kelp you’ve 
been instructed to do, it's hard not to get 180 small 
pearls! 
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Collect the four costume pieces to earn 25,000 Fame 

points. Beat the Bonus Mission and take home 30,000 

Fame points. Beat the Elite Mission to gain 57,000 
Fame points. 


Mission Objectives Overview 
Oscar is asked to do a commercial and show off his 


Earn 75% success. sweet moves. Philippe Le Caviar, the commercial 
director, is a pretentious French poseur. Oscar and 
Earn 90% success. friends dance in a choreographed group. 


Earn 100% success. 


Strategy 


Did you think the dance challenges couldn’t get 
anymore difficult, or were you expecting this? This is 
the last dance challenge in the game and it is, by far, 
the most challenging. Sadly, there are no cheats for 
getting through it. You could roll the directional pad, but 
every input is tracked, so your percentage would suffer. 


The arrow combinations come at you in a sequence that was 
designed by the devil himself. You encounter impossible angled and 
double combos that are strung together in quick succession, and it 
just doesn’t let up! You can get through this in a few tries and do a 
little better than 80% accuracy, BUT the Bonus and Elite Missions 
are a different story altogether. The only way we can help is to 
present you what advice we've already offered in the past dance 
strategies (see Chapters 3, 6, 15, and 20). If you ask nicely, maybe 
we'll come do it for you. 
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Getting to 90% and 100% accuracy is going to take a major commitment of your time, patience, and finger 
strength. The good news is that this song is not as long as others, and it gets a little easier toward the end. 
Good luck! 


Complete the basic Mission 
(75% accuracy) and you earn a 
respectable 27,000 Fame points. 
Complete the Bonus Mission 
and you justly earn 33,000 Fame 
points. If you can walk on water, 
then you can also beat the Elite 
Mission. Do so and receive 
61,000 Fame points! 


Press & to Continue 
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Mission Objectives Overview 


Mission Oscar, Angie, and Lenny are now fleeing from Lino and 
Don’t get caught by Lino. the sunken cruise ship. You must negotiate a narrow 
Bonus Mission sea trench with plenty of obstacles while staying ahead 
Don’t break any sewer gates. of Lino. The trench leads them into an underwater pipe 
Elite Mission system and, ultimately, to safety. 


Finish with seven or more distance bars left. 


m ' 
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Oscar and Angie hold onto 
Lenny’s dorsal fin as they 
desperately try to escape 
Lino’s munching jaws. He’s 
hot on your trail, so you must do everything you can to avoid lagging behind or else you'll become Lino’s lunch! 


There’s a Lino distance meter at the top of the screen. You start 
bars ahead of Lino. Your goal is to keep as much of that given 
distance as you can until the end of the race. In Elite Mode, you 
must actually gain at least one more bar to finish with seven or 
more between Lino and Oscar. 


If you don’t have time to look up at the distance meter, 
you can also judge how close Lino is to you by the 
frequency of his mouth chomping across the screen. Lino 
is behind you, and his chomping mouth filling the screen 
is a constant reminder of just how close he is—he only 
chomps when he is close! 


Like in previous races, you should use Powerslide 
Boosts on every turn. This is the only way to beat 
the Elite Mission objective. 


suajoeuey) 


The Trench 


There are a few places 
where falling rock pillars 
obstruct the pathway in the 
narrow sea trench (where 
you begin). Do not go over 
them. Stick to the ground 


and go under the rocks, 
sticking to one side of the path or the other. When Powerslide Boosting in all the corners, you may not even see 


the avalanches. This is what to strive for. If you get hung up on anything, your goose is cooked! It’s hard to recover yg 
the distance lost between Lino and Oscar. ’ 
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When you reach the caves, 
you're about halfway out 

of the trench. Make sure 

to swim right through 

the center of the cave 
entrances. Getting stuck on 
the sides of the caves is bad 
news. 


NO 
= 


ysnougyyjegy 


The trench gets narrower 
once past the caves. If you 
swim too low, you must 
make extreme turns to 
navigate around the jutting 
walls of the trench. Use 
Powerslide Boosts in every 
little turn. Swim a little 
higher than the bubble trail 
to avoid hang-ups. 


When the caves are behind 
you and the trench begins 
to widen again, use a 
Powerslide Boost in the first 

corner and stick close to 
the ground to avoid another 
large avalanche. 


Stay low and swim under 
the rock bridge spanning the 
end of the trench—just past 
the last avalanche area. This 
keeps you from accidentally 
hitting the bridge and 
consequently slowing you 
down. 


Follow the bubble trail as 

it leaves the trench and 
curves upward and to the 
right. When you see the 
sewer entrance, perform a 
Powerslide Boost in the final 
curve of the bubble trail to 
zip into the sewer. 


The Sewer 


Use Powerslide Boosts every chance you get inside 
the sewer system. This is where you can create some 
serious distance for the Elite Mission objective. 


Not too far inside the sewer, you come across a bunch of locked gates. You could run through them, but this slows 
you down a great deal. It's much quicker to spend the time Dodging into the wall switches found just before each 
gate. These switches open the sewer gates. Perform a left Dodge on the switches to the left and a right dodge into 
the switches on the right. The following is the order in which the switches appear: 


114 RIGHT, RIGHT 


LEFT, RIGHT FINISH 


At the end of the race, you receive a tally of your finish, 
time bars ahead of Lino, and Clams earned. 


Complete the basic Mission to earn 29,000 Fame points. Finish the Bonus Mission (don't break the gates) and 
claim 35,000 Fame points. Complete the Elite Mission to chalk up 66,000 Fame points. 
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Mission Objectives Overview 

Mission Oscar has to outrun Lino and trap him in the 

Dodge the Shark until the end. Whalewash. Avoid becoming a snack long enough to 
Bonus Mission reach the Whalewash. 


Finish with 70% or better health. 


Elite Mission 
Finish with 100% health. 


Strategy 


Oscar's nightmare from the first level comes true! 

A big, ugly Shark is chasing him! Lino is still hot on 
his tail. Now is the moment of reckoning. Remember 
to center yourself in the pauses between movement 
groups to prepare for the next sequence, and swim 
around the mouth if you can. Follow the directions 
below to beat the game: 


Stage I Stage Il Stage Ill 

DOWN, RIGHT, UP LEFT UP, RIGHT, LEFT, RIGHT UP, LEFT, DOWN, LEFT 

UP, RIGHT, UP LEFT LEFT, DOWN, UP RIGHT DOWN, LEFT, DOWN, LEFT 
RIGHT, UP LEFT, DOWN RIGHT, UP LEFT, DOWN RIGHT, UP DOWN, RIGHT 
LEFT, UP DOWN, RIGHT RIGHT, LEFT, DOWN, UP LEFT, RIGHT, DOWN, LEFT, UP 


DOWN, RIGHT, LEFT 


Complete the mission and receive 31,000 Fame points. 
Complete the Bonus Mission and earn 70,000 Fame 
points—ouch! Complete the Elite Mission and get a 
whopping 152,500 Fame points—ouchier! 


Oscar leads Lino into the Whalewash, where Lino is captured in the machinery. Oscar finally becomes a real 
Sharkslayer! Congratulations, you completed the game. 


Vice President 
Mihe Panoft 


President 
Binu Philip 


Art Director 
Alan Johnson 


Creative Director 
Richard Han 


| about social status, and it's what gets him 
trouble in the first place. You can feed his 
help Oscar climb the social ladder by 
e highest award possible in every chapter. 


Each challenge has three unique mission objectives: 
the basic Mission, Bonus Mission, and the Elite 
Mission. Completing each of these objectives awards 
you an increasing number of Fame points. The more 
Fame points you earn, the more items in the Extras 
feature you can purchase. 
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Fame points are awarded at the end of each chapter. 
The amount awarded depends on how well you 
performed in the mission. The more difficult the 
objective, the more Fame points you earn. The Elite A Shark B 
Mission has the highest Fame point award, and it = i ; 025000 
trickles down from there in the Bonus Mission and the ; me 


dscan A È Soran 
CHAPTER 2 


ny Other Name Would imell As Fishy 


: noe sio Fame: 030000 
basic Mission. = a adar J00 cand: 


Fame:057000 


to Continue 


lf at anytime you want to see your Fame status, 

you need only look at the top of the screen during 
gameplay. You can also access the Fame Chart by 
entering the Pause menu and selecting Fame Chart. 
The Pause menu also displays your current number of 
Clams, Fame status, amount of Fame points, and your 
Health. 


The following chart illustrates the stages of Fame and 
how many Fame points it takes to reach the level of 
Fame: 


Fame Chart 
Fame Status : Points Needed 


aN 5000 


Small Fry 7 25,000 
Associate ris 70,000 
Payer 3 130,000 
VIF 205,000 Í 
Bigshot 300,000 F 


Icon 545,000 


Megastar 860,000 


as feature is reached by selecting the “Extras” 
$ign on the Main menu. The Extras feature 

ns tons of Shark Tale goodness that can be 
chased, using all those clams you've worked hard 
to earn while playing the game. Many of the following 
features not only require a certain amount of clams, 
but also at least a particular Fame status. For details 
on Fame points and status, see the Fame chapter of 
this guide. 


Characters 


Characters 


Nobody 
Lenny 1000 Chump 
Angie 2000 Wannabe 


Sykes 3000 Someone 
Lino 4000 Hot Stuff 
Bernie 5000 Celebrity 
Lola 6000 Superstar 
Oscar 
Oscar 
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Movie 


Character Art 


Bridget 
Lino 
Luca 
Shark Family 
More Sharks 


Sykes 


Betting Windows 
Bridge 

Clams Cashed 
Flower Shop 
Front Stoop 
Galley 

Kelp Park 
Lino’s Booth 
Mock Flight 
News Stand 
Reef City 
Restaurant 
Another Restaurant 
Shipwreck 

Lenny Sneaking 
Lower Reef 

Shark Approaches 
The Subway 

Time Square 
Mosaic Time Square 
The City 
Whalewash 

Whale 


Environment Art 


ero 
Small Fry 
Associate 
Player 
Hot Stuff 
Celebrity 
Star 


Superstar 


Nobody 
Nobody 
Zero 
Chump 
Chump 
Small Fry 
Wannabe 
Wannabe 
Accociate 
Someone 
Player 
Hot Stuff 
VLF. 
Celebrity 
Bigshot 
Star 

Icon 
Superstar 
Megastar 
Oscar 
Oscar 
Oscar 


Oscar 
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Character Stills © 


Angie Zero 


Frankie 1000 Associate 
Lenny 1500 Someone 
Lenny, again 2000 Hot Stuff 
More Lenny 2500 Celebrity 
Lino 3000 Icon 

Lola 3500 Megastar 


Sykes Oscar 
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Environment Stills 


The Brownstones Nobody 
The Dining Room 500 Associate 
Traffic 1500 Bigshot 
The Penthouse 2500 Icon 

The Wasteland Superstar 


Whalewash Megastar 


Environment Movies 


Dinner Player 
The Brownstones 1000 V.1.F 
Whalewash 5000 Bigshot 
Lenny Rolling Superstar 
Lenny Prowling Megastar 


One on One Clips 


Angie/Oscar Zero 
Oscar/Sykes, Office 150 Small Fry 
Lenny/Oscar, Bite 175 Associate 
Bernie/Ernie 175 Player 
Lola/Oscar V.F 
Sykes/Oscar, Penthouse Bigshot 


Oscar/Lenny, Stealth Icon 


Game 


Moving fish 


Security Guards 1200 Baa o 
Shenanigan fish 1800 VLE 
Philippe Superstar 


Squid Oscar 


Environments 


Newsstand Hot Stuff 
Bridge 100 V.LF 
Warehouse Celebrity 


The sewers Bigshot 


~ Nobody 


Rude Awakening 2500 Chump 
Crazy Joe 5000 Wannabe 
News Flash! 7500 Wannabe 
Taxi! 10000 Associate 
Whalewash 12500 Someone 
Lino’s Safe 15000 VLE 


Trouble 


ae f 
azy Joe: You mean those fighting fish? 


Oscar: Thanks for punching me in again! 
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Sykes Associate 
Crazy Joe, Idle Player 
Crazy Joe, Dancing Player 
Lino Celebrity 
Angie Star 


Hammerhead Icon 
Lola Megastar 


Music 


Compositions 


> BACK 


Chapter 1 Nobody 


Chapter 4 2000 Small Fry Chapter 1 

Chapter 5 3000 Associate Chapter 4 

Chapter 9 5000 Hot Stuff Chapter 5 

Chapter 10 6000 VLF. PRES, 

Chapter 11 7000 Celebrity ms aed 

Chapter 13: Part | 8000 Bigshot Reaater 2 

Chapter 13: Part II 9000 Bigshot Chapter 11 

Chapter 13: Part II 10,000 Bigshot Chapter 13: Part | 

Chapter 17 11,000 Icon Chapter 13: Part Il 

Chapter 18 42,000 Icon 5 Toggle Full Screen 
Chapter 19 13,000 Superstar a Ce 
Chapter 24 14,000 Megastar 

Chapter 25: Part | 15,000 Oscar 


Chapter 25: Part II Oscar 
Chapter 25: Part Ill Oscar 


RAS * 0065 3 Little Birds Nobody 
Mes. Wipe Out 2000 Small Fry 


3 Little Birds = Can't Touch This 4000 Wannabe 
Wipe Out oe Carwash Mix #1 10,000 Someone 
a Carwash Mix #2 12,000 Someone 
; Can't Touch This Shark Tale Funky Kingston 15,000 Player 
Carwash Mix #1 Bad Boys 17,000 Star 
Carwash Mix =2 The Way You Move 18,000 Icon 


Got To Be Real 19,000 Superstar 
Hey Baby! Megastar 


Funky Kingston 
Bed Boy: 
The Way You Move 
` Toggle Full Screen 
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STRATEGY GU nt 


BradyGAMES published its first strategy guide in November of 1993, and every year since 
ther we've made great efforts to give you the best guides possible. Now celebrating our 

anniversary, we'd like to take this opportunity to say a few things and extend a spe- 
cial invitation to you—our readers. 


First of all, THANK YOU! Whether you’re a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have enhanced 
your overall experience when playing games. These days, completing a game isn’t just 
about how quickly you finish. It’s about uncovering absolutely everything a game has to 
offer: side quests, mini-games, secret characters, and multiple endings just to name a few. 
That’s what the TAKE YOUR GAME FURTHER? banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize that. Our 
guides are produced with the highest quality standards and are tailored specifically for the 
games they cover. With the introduction of our Signature Series and Limited Edition 
guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to improve our 
guides, we'd like your help too. You’re formally invited to tell us what you think about our 
guides. Like something we do? Let us know. Think something we've done is totally lame? 
Please let us know. We want your feedback no matter if it’s good, bad, or just plain ugly. 
You can write or e-mail us at the addresses below, and we will read what you send. Your 
opinions are important to us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 
BradyGAMES feedback@bradygames.com 
800 E. 96th Street, 3rd Floor 

Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 


STREETS OF LA 


Chek Crckentil( [A p= 


©1999-2004 Activision, Inc. Actions, Pro Skater, Tenchu, True Crime, Call of Duty, THUG, and Zork are registered 
trademarks of Activision, Inc. Spider-Man and all related Marvel Characters, ™ & © 2004 Marvel Characters, Inc. 
Spider-Man, the movie ©2002 Columbia Pictures Industries, Inc. Tony Hawk is a registered trademark of Tony 
Hawk. Vampire: The Masquerade - Redemption is a trademark of White Wolf Publishing, Inc. Empires: Dawn of the 
Modern World © and ™ 2003 Stainless Steel Studios. 


| 


ole or in part in any 
ee 


ducation, Inc. 


L C. All Rights 
>. Developed y Edge of Rea 
vision is a registered tradema 
s Reserved. The ratings icon is a trademark of t 
tion. All other trademarks and trade names 


the pr f ners. aau p 
Please b adı tthe ESRB rating icons, “EC”, “K-A”, “E”, “T”, “M”, “A achel Silverstein, Deanna Natzke, Michelle Turk;Jeremy Grapner 
“RP” are orks and certification marks owned by the Entertaiamen ‘ bi S 
] Software tion a Entertainment Software Rating Board, ang’mé efroduction ai 
4 only be used with th mand authority. Under no circumstafices may the ‘Chis Memish ish, Steven atic. Ken Fox, Daniel Firestone, Aaron Gray 
N rating icons be sel connection with any produet that has not- 4. Tea" n 
i been rated by thi ! rding whethesā product has been gal 
H. rated by the ESRB, at (800) 771-3772 or visit esri org. For Greg Deutsch, Jay Komas, Dani Kim 
j information regarding licens g issues, please c: 4372. = ; 
~~... Please note that ESRB ratings only Ay OTe eel ke Sie set and Public Relations 
does dls apply to ie content of the books. Lisa Fields 
) » Creative Services 
aes ese. 2004111279 " Matt Stainer, Jill Barry, Shelby Yates 


Quality mw Gy a’ Support 


_ Jason Potter 


pe 


QA Manager 
ROGRAMS OR THE DOCUMENTATION. Tim Vanlaw 
HOR AND PUBLISHER SPECIFICALLY’ Test Team 
Ee vA F MERCHANTABILITY OR FITNESS Pog ; 
ag em CULAR PURPOSE. THE AUTHOR AND PUBLISHER SHALL Floor Lead: David Lara, Sasan Helmi, Charles Moore 
go : NOT BE LIABLE IN ANY EVENT FOR INCIDENTAL OR CONSEQUENTIAL Testers: Dave Hernandez, Glenn Cristobal, Jopseh Prado, Josh Martin. 
= DAMAGES IN CONNECTION WITH, OR ARISING OUT OF, THE FURNISHING, z 2-A ; : 
ae PERFORMANCE, OR USE OF THESE PROGRAMS. Additional Activision Thanks - Dave Anderson, Allison Gershon, Belinda 
hs VanSickle, Lalie Fisher (I owed you-one or two). 
BradyGAMES Staff Credits = pe e «2s 
> Senior Development Editor Edon ormarnts 


Thomas Coles _ 


42 
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THIS IS YOUR TICKET TO FAME! 


You deserve better than a grunt job at the Whalewash. We'll make sure you 
reach celebrity status as a sharkslayer by earning maximum Fame points! 


Dash, Dodge, and Dance your way to fame with 
our comprehensive walkthrough. Collect all the 

pearls, beat every boss, and evade the Paparazzi to 
achieve Bonus and Elite Mission objectives in all 25 
chapters and access the best secrets of the sea! 
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Use all those Clams you've 
worked so hard to,collect to 
unlock characters, movie clips, 
and other bonuses! 


Coverage of all four styles of 
gameplay, and a complete 

round-up of every fishy friend 
and foe! 
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